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The forces of the evil beastmen are gathering, casting a shadow 
of uncertainty over the future of Vana'diel! Now three proud nations 
must unite in an epic battle whose outcome depends on you. Enter 
the vast realm of FINAL FANTASY. XI Online, where you can join 
forces with people from all over North America, as well as Japan. 
Immerse yourself in a persistent world that continues evolving whether 
you're in it or not. And even play across 
platforms with PC gamers as you work 
together to alter the course of Vana'diel 
history. FINAL FANTASYXI. Infinitely beyond” 





Introducing the internal Hard Disk Drive (40GB) 
(for PlayStation.2). Included with your purchase 
of FINAL FANTASY XI, the HDD exponentially 
expands the PlayStation 2 experience. With it, 
it's possible to download content like new missions, levels and characters. 
Experience persistent worlds. And even speed up loading times. It's just 
one more way the world of PlayStation 2 is constantly evolving. 
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Now, You Can Make a 
Contribution to Them. 


The Armed Forces Foundation is a charity that puts 
military families first. We provide turkeys at Thanksgiving, 
phone cards for soldiers away from home, and this year we’ve 
organized fishing trips for thousands of military dependents at 
bases across the country. 

Please show your support and contribute today! 


www.ArmedForcesFoundation.org 

Armed Forces Foundation, 314 Independence Ave, SE 
Washington, DC 20003 


Tell us what YOU THINK! 


Join the GAMEPRO READER PANEL 

(and maybe win some cool stuff, too!) 

We write GamePro for you. 

We’re looking for a select group of readers to 
tell us what you like, what you want to see, and 
even what you don’t like in GamePro. 

We won’t bug you that often, and you can easily 
answer our questions online at GamePro.com at 
your convenience. 

To thank you for your time, we’ll hold random 
drawings for great games and gear throughout 
the year. 

It’s easy to get started, so go to 

www.gamepro.com/panel 

for more information and to 
answer a few initial questions. 

Go ahead...we’re listening! 
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30 Doom 3 

All Hell’s about to break loose... 
again! Hot on the heels of the PC 
game, id software and Vicarious 
Visions are handcrafting Doom 3 
for the Xbox with the utmost care. 


37 LamePro: Dare To Be Lame! 

If you’re a gaming purist, a video-game traditionalist, 
or a champion of good taste—don’t read this! 
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>p online P82 game for 2004 — Make room on your skelf 

tins one." — OFFICIAL U.S. PlayStation MAGAZINE 

Four-player co-op from the creators of Baldurs Gate : 

Dark Alliance? Where do we sign up?” — IGN.com 
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SE A CHAMPIO 


ray through the glorious Realms of EverQuest 
5, hack n' slash adventure brimming with hero 
, beautiful locales, enchanted zones and dark, 
mysterious dungeons. 


Create your Champion from 5 mythic races £ 
customizing the look and name that conveys 
abilities. Discover, collect, buy and trade ovei 
or create your own. Master weapons, magic 
^o conquer hideous creatures and unforesee 
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EDITOR'S LETTER: Mars Needs Gamers 


A s you read these words, the Mars Rovers, Spirit and Opportunity, are 
284 million miles away, wrapping up their search for evidence of life 
on Mars, an awesome technological achievement. But breathtaking tech¬ 
nological leaps on the video-game front are taking place in a version of 
the Angry Red Planet right here on Earth: Mesquite of the U.S. of A...and 
while it isn’t Mars, it is Texas. 

Dan Elektro made the journey to cowboy country to visit with id Soft¬ 
ware and Vicarious Visions for an in-person examination of the frightfest 
to be known as Doom 3 for the Xbox. 

Doom, of course, is another one of those “games that started it all.” 
Swathed in game-design breakthroughs, legend, and controversy, Doom 
put the spark of life into terms like “first-person shooter,” “strafing,” and 
even “space marines.” It also made such horrors as Imps, Revenants, 
and Cacodemons permanent players in our collective nightmares. 

In Doom 3, the scene has shifted from the Martian moons to the 
planet’s surface, but the game is essentially a remake of the original. 
However, calling this game a “remake” would be like calling the Porsche 
997 a remake of the original Volkswagen Beetle. 


The most impressive discovery may be that in stepping over from the 
PC to the Xbox, id has discovered new ways to tap into unique processing 
capabilities that enable the Xbox to stand a head taller than the PS2 and 
GameCube in the areas of graphics, sound, and online gameplay. It’s 
interesting in that Microsoft’s stated strategy has always been that PC 
game developers familiar with the ways of DirectX and the Windows 
environment would be able to quickly master the acknowledged superiority 
of the Xbox hardware. 

So maybe the “quickly” part didn’t quite materialize, but even as the 
rampant rumormongering, hype, and wishful thinking that is the console 
transition begins to rear its tantalizing head, it appears the strategy will 
flourish in this new chapter of Doom. 

Doom 3 reminds us that there is still expansive, unexplored territory 
in this current generation of video-game systems. And it’s very likely that 
GamePros everywhere will soon themselves travel to Mars to discover 
that there is life on the Xbox. 

The GamePros 
Oakland, CA 
letters@gamepro.com 

without them. For example, if Half-Life didn’t come out, not only 
would Valve not be huge and producing one of the most hyped 
games of all time, but Counter-Strike wouldn’t exist! It’s a scary 
thought because so many games tried to duplicate Half-Life’s game- 
play—and, ot course, billions of player-hours a year are produced 
from Counter-Strike alone! That has a big impact on the gaming 
world. I was just wondering what you would think the gaming 
industry would be like without groundbreaking games like Half-Life, 
the Grand Theft Auto series, and even Halo for the Xbox—without 
it, the Xbox might not have been as popular (I wanted an Xbox solely 
for that game, so I got it). 

► Andrew Self—Via Internet 



There's no understating the impact of big games, but at the same time, 
there’s no shortage of potential monster hits. In a case like this, evolution 
rules: If Half-Life never existed, then surely the attention would have gone 
to some other game, which might not have presented the same ideas in 
the same way, but surely would have become The Next Big Thing in its 
place, progressing at its own pace. That could be any of the games that 
were in development around the same time, or a different genre altogether. 
Better still, get your mind around this: We’re already living in a world 
where Half-Life is awesome because the unknown game that was better 
than Half-Life didn't come out. Not in our reality, anyway. Spooky. 

One Line for Online? 

I’ve been looking at Xbox games, and I’ve noticed that a lot of the 
multiplatform games already out and coming out are only online 
capable for the PS2 but not the Xbox. For instance, NFL Street and 
THUG are PS2 online-only. I keep asking myself, Why? So I figured 
I’d ask the GamePro crew. I’ve always thought that most gamers and 


No Backsies 

I’ve been reading your magazine for about five years now and think 
you guys are great. I’ve just received the January 2004 issue, and I 
like your new look, but I have just one thing to say: What about the 
PC?! I mean, come on...sure, you review some games for it, but 
when it comes to muitiplatform games, all you look at are the PS2, 
GameCube, and Xbox. You don’t say whether the game plays better 
on the PC or anything. Some good examples of this are Need for 
Speed Underground, Star Wars: Knights of the Old Republic, XIII, 
Beyond Good & Evil, and Final Fantasy XI—and I’m just getting 
started. Not only does the PC have these games, but nine times out 
of 10, they have a lot better graphics than the console games. I 
really hope you will print this in your magazine and answer my ques¬ 
tion, and if you don’t, you will just prove to me that you all are 
nothing but dumb, spineless, console-sucking-up idiots. 

P.S. If you print this letter and answer it, I’ll take back the last 
statement. 

► Tim Jones—Kentucky 

Wow, Tim...strong but definitely amusing words. The short answer is two¬ 
fold. One, we’re the only multiplatform magazine that does any real PC 
coverage, so hey, cut us some slack—the competition usually pretends 
the PC doesn’t even exist. Two, we have always been primarily a console 
mag, so while we may be sucking-up idiots in that regard, we’ve been 
sucking that way, by design, for almost 15 years. Accusing us of being a 
console-biased magazine is like accusing Vogue of catering only to women, 
or Wizard focusing only on comics instead of other forms of illustrated art. 
It’s who we are, and we’re not going to apologize. That said, our PC editor 
is constantly screaming, “I need more pages!” and lately, he’s been winning 
because he’s strong and, frankly, he can take us. So hopefully you’ll see 
more PC representation as we move forward. 

It's a Wonderful Half-Life 

I was thinking about some of the greatest games that have come 
out in the past five years and what the gaming world would be like 
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!► There's more to winning than meets the eye. 

Andrew Lawrence 
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producers think that Xbox Live is a lot better than the PS2 online 
because for one, the Xbox is cable/DSL, and the PS2 is modem. 
So I ask, Why is the Xbox being left out of the online games? 

► Matt DeMichele—New Jersey 

Any number of reasons, but let’s start with one misconception—the PS2 
certainly does support broadband connections as well as dial-up. For some 
companies, Sony has arranged an exclusivity deal—Neversoft, for instance, 
currently makes the Tony Hawk games only playable online on the PS2 
by mutual agreement between the two companies. Ditto for EA, which 
launched its full sports gaming network on the PS2. For others, it’s a 
technical thing—or rather, a control thing. Microsoft’s Live arrangement 
involves Microsoft controlling the game servers, whereas some publishers 
and developers want that control themselves (which is why some PS2 
online games like EverQuest Online Adventures feature their own monthly 
fees, while others like Amplitude or SSX 3 don’t—it’s up to each software 
company as to how they want to handle it). There is hope that third-party 
publishers will find a way to accommodate both audiences and get their 
games online under both systems, and some are starting to pull it off 
(Activision’s upcoming MTX Mototrax, for instance, will be online on both 
systems). But of course, consider the flip side—how many games are on 
Xbox Live that are not available online for the PS2? 

Subtract the Ads! 

I have subscribed to your magazine several times over the past few 
years, and I’ll never do it again. I once enjoyed the magazine. In fact, 
I still enjoy the articles. It’s the rest of the junk you put in there that I 
don’t like. Now I understand the need to sell space in the magazine 
to advertisers as a way to offset costs and improve profits, but this 
is ridiculous. More than half of your magazine is advertisements. 
Only in a few, scarce spots are there actually two pages in a row 
with articles. Those two pages are usually followed by three to five 
consecutive pages of advertisements. Most of the other pages are 
cut down by a third to put an ad on them. Now just to make this letter 
productive, I’ll let you know that I’ve never bought or rented a game 


based on ads. It’s the article about the game that gets me interested 
in purchasing it. The worst part is you even have an index for the 
ads in the book. That should tell you you have too many. I would 
gladly pay a higher subscription price (even though we don’t get the 
cool extras that the store issues do) for a magazine that is around 
80 percent content than for this book o’ ads you publish every 
month. So I say to you until some drastic changes are made, 
“Farewell, GamePro.” 

► Scott Schubert-Via Internet 

Apologies to longtime readers who have heard this one before, but it’s 
about time we answered it again. Scott, the reality of making a magazine 
is unfortunately different from your interpretation when reading it. There’s 
a misconception that we put ads in where we would normally be writing 
about games, and that therefore we’re gypping the readers out of game 
coverage—but it’s simply not true. It probably seems like ads waste space, 
but in fact, ads give us more space. Here’s the deal: The ad money pays 
for the very expensive paper. The more ads we get, the more pages total 
we can buy, and therefore the more games we have room to show. We’re 
not putting ads in instead of games—we have a ratio of ads to content 
that we stick to (and it’s less than half, Scott), so the more ads, the more 
content, too. It has always been that way, it will continue to be that way, 
and it’s also that way for the competition. Pick up a few other successful 
magazines, and you will find much the same pattern. The magazines that 
have less ads generally are not doing well financially. Ever hear someone 
say, “I liked Magazine X because it didn’t have ads...why don’t they make 
that magazine anymore?” Now you know why. If we were able to produce 
your dream issue—140 pages, no ads, all games—that one issue would 
cost you about $20, and you wouldn’t buy it. I mean, hell, we wouldn’t buy 
it either. And as for the cool goodies that show up in the newsstand version, 
we are just now rolling out GamePro EX, which is a subscription plan with 
all those newsstand goodies included with every issue. 


For more letters, 
go to GamePro.com! 


Final Fantasy XI Art Attack Contest 



Got a strange urge to communicate with the GamePro editors? 
E-mail them at “editor’s name ”@gamepro.com! 


air_hendrix 

dunjin_master 

pongsifu 

brobuzz 

four-eyed_dragon 

stardingo 

danelektro 

jen_x 

strafemaru 

dpad_destroyer 

majormike 

tokyo_drifter 

dr.zombie 

missspell 

thevixen 


Send us your art! 

Winners receive a free GamePro T-shirt! 

GamePro magazine • Art Attack • P. 0. Box 22210 • Oakland, CA 94623-2210 
All art becomes the property of GamePro magazine. Sorry, we cannot 
return artwork. We will accept color photocopies or digital scans. 

Send to artattack@gamepro.com. 
















Prepare to set sail for a new world that will disprove everything that you previously referred to as truth. And return having 
been more than a bloodshot-eyed tourist. Return having been a hero. Board for this unparalleled gaming experience at 
Wal-Mart where the Nintendo GameCube" and a wide selection of games are always at our Every Day Low Prices. 







D oes your Xbox just refuse to play certain games- 
almost as if it were possessed? Do you get the 
runaround from tech support, who keep pointing 
fingers in different directions? The Watch Dog has 
some answers. 

Dirty Xbox Discs 

My wife and I recently picked up a copy of Hunter: The Reckoning- 
Redeemer. No sooner had we gotten two of our friends together to 
settle down for a nice, relaxing evening of dismemberment and chaos, 
when a message popped up on the screen: “There is an error reading 
this disc, it could be dirty or damaged.” 

We checked the disc; dirty it was not. We exchanged it for a new 
disc, and the same message popped up. Fair enough; we switched 
retailers, got a new copy...third time's a charm, right? Wrong! We 
finally decided to call Vivendi's tech support. They could only tell us 
that it is a known problem that the game will not run on certain Xbox 
consoles and that we should talk to Xbox Support. 

Have you guys come across this problem, and if so, do you 
happen to know of a fix? 

► Frustrated Deadite Exterminator-Via Internet 

We get a couple of e-mails every so often from Xbox owners about games 
that get a dirty or damaged disc error message. Although this is the first 
time we’ve heard of issues with Hunter: The Reckoning, quite a few 
people have had problems playing Grand Theft Auto: Double Pack 
for the same reason. 

Covering the obvious first, it could be that your Xbox is 
dusty and requires cleaning. Because there aren’t any official 
cleaning products made by Microsoft, a conventional DVD 
cleaner should do the trick. If your Xbox is clean and reads 
every other game fine, it could be just what the Vivendi tech 
support person said—the game will not run on certain Xbox 
consoles. Which brings up the question, “There are different 
types of Xboxes?” 

The Xbox console uses one of three types of DVD 
units—a Samsung, a Philips, or 
a Thomson. The easiest way 
to tell which version you 
have is to open the 
drive and see what 
type of DVD tray you 
have. If the tray has 
two small circular holes 
in addition to the cen¬ 
ter hole, it’s a Sam¬ 
sung. If the tray has a 
big center hole almost 
the size of the mini-DVD 
slot, it’s a Philips. If the center 

hole is about half the diameter of the mini-DVD slot, it’s a Thomson. 

The Thomson drives are the most common and, unfortunately, seem 
to be the ones that occasionally get these errors. There haven’t been any 
reports of Philips and Samsung drives getting disc errors, but they are 
produced in much smaller numbers with about one in 10 Xboxes being 
non-Thomson drives. Because the disc-reading problem doesn’t affect 
the majority of Thomson drives, you shouldn’t go out and buy a new con¬ 
sole if you have a Thomson. However, if the problem is persistent and you 
have a warranty for your Xbox, exchange it for a new one to see if that 
resolves the issue. People who have had problems with games like GTA: 
Double Pack have seen their issues vanish when they replaced their 
Xbox with a different one. 

NHL 2004 Seizing Up 

When entering the name “Gabe Metal” in the Player Creation mode 
as a cheat code for NHL 2004, my PlayStation 2 freezes. I have tried 
this name numerous times, and I get the same result each time. 


1 have owned my system for three years now, and this is the first 
time that this has ever happened. Can you please look into this for me? 

► Paul Drier-Via Internet 

Although the Xbox version seems to do fine, both the GameCube and 
PlayStation 2 freeze up when entering the cheat. We tried the code with a 
couple PS2s and got the same results, so it's best to steer clear from that 
Gob band member. 

Deus Ex: Bug War 

Had a chance to play the PC version of Deus Ex: Invisible War? I 
recently did, and it’s one of the buggiest titles I have ever played. 

I spent nearly an hour sorting through the .ini files in the system 
folder. The main issues were the MouseLag setting, poor frame 
rates, and the broken visual interface. None of this is fixable in the 
game—it's all buried in the text of 40-page .ini files. 

► Sid Shuman-Via Internet 

Despite the release of a patch, people still have major problems with this 
game—most notably the sluggish mouse and frame rates that go below 
30 fps even on high-end systems. There are a few things you can do to 



First off, the mouse problem: Open up default.ini (make a backup copy 
first) with Notepad and find the line MouseLagThreshold=75. Changing 
the 75 to 0 should improve the mouse response. 
The graphical woes, unfortunately, don’t have 
a quick solution. The biggest factor is what video 
card you're using—if you have a video card with 
lesser specs than the ATI 9600 or FX 5200 se¬ 
ries, expect the game to run poorly as it demands 
i video card that is optimized for DirectX 9. Low- 
end cards like the GeForce MX cards are bad news 
because the game makes heavy use of pixel shaders. 

If you have a mid- to high-end card, turning off 
shadows will visibly improve performance (and for 
some reason, GeForce FX cards like the 5600 
handle pixel shaders slower than their ATI counter¬ 
parts). Other things you can do include reduc¬ 
ing your desktop resolution when reducing 
your game resolution, defragging the 
hard drive, and changing the 
cache size in default.ini 
from 1 to 16 or 32 
(look for Cache- 
SizeMegs=1). 

Even after 
doing all these 
things, though, 
don’t expect av¬ 
erage frame rates 
of 60 fps unless 
you have an ultra- 

high-end system. If you haven’t bought the game, it’s best to wait until all 
the bugs are quashed (including the game freezing up when loading and 
unexpected crashes to the desktop). Or just check out the Xbox version! 




At GamePro, listening is what we 
do best. When you have a prob¬ 
lem with a product or feel you’ve 
been ripped off, we want to know. 
Write to: 

GamePro’s Buyers Beware 
P.O. Box 22210 
Oakland, CA 94623-2210 
Or e-mail us at: 
buyers_beware.gamepro@ 
gamepro.com 


You Make the Call 


Having problems with hardware 
or software from Sony, Nintendo, 
or Microsoft? Here are the cus¬ 
tomer service numbers to call: 


jjjilfiy: 800/345-7669 


Nintendo: 800/255-3700 
Microsoft: 800/469-9269 
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GaiaLogic 


CSU Hayward grad students 
threaten to take mobile gaming 
to its next level. 


What's Next? 

With more time and work, this could be an awesome way 
to play games. Imagine tacking on a cellular modem or 
wi-fi device so that different PDAs could communicate 
and detect one another as they draw near. You could 
go to the proper location, leave a text message for 
someone else, and the other player could go to that 
spot and retrieve the message. Imagine citywide 
games of intrigue among Pocket PC users, each 
tailored for each individual metropolitan area. You 
could go to Detroit, download the Detroit pack, 
and play the game from there, getting exercise 
Tills Is NlegaCorp’s CIO, Bob Permuta. Ha’ll be your boss, and learning the city in the process. 

Of course, GaiaLogic is, for the moment, just 
a masters thesis project, but it shows what four 
people can do given the drive and smarts to 
figure out something cool. GaiaLogic is rare in 
that it actually uses aspects unique to mobile 
devices to create a game, whereas most 
mobile games are simply Game Boy Advance 
on a cell phone. As time goes on, we’re likely 
to see more innovative ideas for mobile gam¬ 
ing, but GaiaLogic stands as an example of what 
four graduate students can do to change how you 
look at gaming on the go.— Dunjin Master 


GaiaLogic, the brainchild of Joe McNeilly, Lloyd Walton, Ed Christensen, and Michael 
Christensen, was developed as a masters thesis project in Multimedia Studies at Cali¬ 
fornia State University, Hayward. The idea was simple: to create a technology that 
would enable mobile gaming to really exploit the 
strengths of portable devices. To do this, the 
grad students developed a game that would use 
the Internet and a GPS-enabled Pocket PC to 
provide a new gaming experience—one you’d 
actually have to leave the house to play. 

It Knows Where You Are 

The game itself is mostly a proof of concept: You are a new 
employee at MegaCorp, Inc., a giant telecommunications 
company that has hired you to go out into the world and 
place microscopic transmitters at specific locations to help 
MegaCorp set up its global communications network. As you 
play, you get involved in secret conspiracies involving tiny 
aliens and a mysterious, invisible network that disrupts wire¬ 
less services. 

The technology is the star here, though. The game uses 
GPS (Global Positioning System) to sense where you are in 
the real world and uses that information to lead you to your 
next destination. The demo version was created based on 
the Cal State Hayward campus, so it could tell how far you 
were from specific landmarks on campus. When you reach your destination, 
you tap the screen to plant a transmitter, and then you move on to the next 
location. The game gives you directions (“go past the fountain, down the 
path, turn right”), and you actually walk to the spot in real life. When 
you get there, the game knows where you are. Very, very cool. 


As you near your destination, Bob Permuta chimes In through video clips 
to give you clues and additional Instructions. Sometimes, others find their 
way onto your frequency, however.... 


load the game to your Pocket PC and watch 


don’t do as they’re told, 


As you move about the Gal State Hayward campus, your 
PDA tracks your location via BPS and adjusts the game 
accordingly to point you toward your destination. 
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Nintendo Releases 
Details on New Handheld 

Twin screens highlight new portable to debut at E 3 

Put the GameCube 2 rumors on the shelf—Nintendo’s ready to talk about its big E 3 surprise. A little bit, anyway. 

Code-named the Nintendo DS, the company’s new handheld system sports two 3-inch backlit' LCD screens. 
The two screens can be combined into one large screen or split to display different information, giving players 
as much information as possible without cluttering the playfield. For example, when playing a sports game, one 
screen may show the player character you are controlling while the other displays an overall view of the field or 
your player’s stats. In an RPG, the main screen may show your character and the secondary screen could have 
an active inventory and status display. Ultimately, of course, it’s up to programmers to decide how they want to 
use the two screens for their game ideas. 

Supporting up to 1 gigabit for software memory/storage, the Nintendo DS will use cartridges for media, unlike 
the universal media discs that will be used in the PSP. Financial analysts from Bloomberg also postulate that the 
DS will be significantly cheaper than Sony’s upcoming handheld; conjecture says a sub-$200 price for the DS is 
likely as opposed to over $350 for the PSP. As such, the two devices will not be direct competitors. 

Nor is the DS intended to replace the Game Boy Advance, GameCube, or any other systems currently on the 
market. "We have developed the Nintendo DS based upon a completely different concept from existing game 
devices in order to provide players with a unique entertainment experience for the 21 st Century,” said Nintendo 
President Satoru Iwata. According to the Japanese newspaper Nihon Keizai Shimbun, Namco and Konami have 
both pledged support. Website gamesindustry.biz reports that EA is currently considering the platform. 

The Nintendo DS is slated to debut at E 3 in May 2004 and be released at the end of 2004. The company is 
promising a number of additional features that will be announced at E 3 and will have a playable version on display. 


Gates on the Xbox 2: 

"We're Not Showing Our Hand" 


Console Sales: Who's Winnin'? 
The dust has settled from the holi¬ 
day chaos, and naturally, Sony, 
Nintendo, and Microsoft all have 
their own apples-to-oranges takes 
on how the holiday numbers worked 
in their machines' favor. Nintendo 
likely made the most noise, an¬ 
nouncing that the GameCube’s 
sales were up over 35 percent from 
the previous year and 69 percent 
comparing December 2002 and 
2003. Not so fast, said Microsoft, 
citing that the Xbox outsold the 
GameCube during the last two 
weeks of December—prime last- 
minute gift-giving time—for a total 
(global) installed base of 13.7 mil¬ 
lion and that Xbox Live subscriptions 
are up to 750,000 users. Meanwhile. 
Sony humbly suggested that PS2 
sales carried the entire industry by 
selling 3 million units in two months 
in North America, not to mention 
400,000 EyeToys. The console has 
hit 24.5 million units sold in the U.S. 
and 70 million units shipped world¬ 
wide. Who should you believe? That 
all depends on which one you own. 
PSP Developers on Board 
It's widely believed that you cannot 
have a successful game hardware 
launch in Japan without the right 
software partners—it's actually 
games that sell systems. Good 




At the recent Consumer Electronics Show in Las Veg< 
Microsoft Founder and Chairman Bill Gates touted th 
Xbox’s unique accoutrements—namely, its built-in hs 
drive and Ethernet port—while confirming that the co 
sole’s successor is still very much in the works...ant 
under wraps. 

“In terms of the next round, hey, it’s a new game 
he said. “We’re not showing our hand, and I don’t thi 
Sony’s showing their hand. We’re doing some very c 
work, but that’s really all we’ll say at this point.” 

One thing the Xbox 2/NextBox/Xenon won’t have 
its side is Ed Fries, a 19-year veteran of Microsoft wt 
had headed up the company’s game division since 199 
Fries left to pursue other opportunities, but those may 
involve future Microsoft partnerships. Fries is credited 
with the successful launches of Flight Simulator, Age 
of Empires, Halo, and, of course, the Xbox itself. 

As for the current Xbox, Gates said, “Our goal in this 
generation was to be one of the leaders, and we feel like 
we’ve accomplished that very well.” He announced that 
the upcoming Windows XP Media Center Edition will 
include Xbox connectivity, giving the console the 
ability to play live and recorded video, music, 
and photos—which sounds like the existing 
Music Mixer concept taken to the next logical 
iteration. “We are pushing the boundaries in 
terms of expanding what people think of as 
what the device can do,” said Gates. However, 
the extension kit will cost about $100 and require 
a fast wireless network. 

Meanwhile, Chief Xbox Officer Robbie Bach said 
that Halo 2 is still without an official release date. 
“We’re going to ship it when it’s ready,” he told Reuters. 
“That might be the first half of 2004, it might not. Yoi 
have to be careful with franchises like this.” 


news for Sony, then, to find that 
Namco, Capcom, Konami, arid 
Koei are all planning to offer soft¬ 
ware at the PSP's launch, along 
with Sony’s own software. EA CEO 
Larry Probst also committed sup¬ 
port for between eight and 12 PSP 
titles but not necessarily for launch, 
The games may be previewed at 
E 3 ; if they are, don’t expect to see 
much. Rumors suggest that Sega 
and Square Enix may also an¬ 
nounce support for the PSP later 
in the year (closer to the Tokyo 
Game Show in late summer). 



' Xbox Limited Editions 
Japan gets all the good stuff— 
namely, lots of exclusive colors and 
limited editions of game consoles, 
such as two collectors’ releases of 
the Xbox, which will appear later 
this year. One is the Xbox Pure 
White Limited, which as the name 
suggests, features an entirely white 
console and controller. The other is 
called the Xbox Kasumi-chan Blue, 
in honor of the release of Dead or 
Alive Ultimate. The plastic shell is 
transparent blue (to match the shade 
of Kasumi’s outfit); the package also 
includes a copy of DOA Ultimate and 
a seat cushion. Yes, a seat cushion, 







BORROW YOUR BUDDY’S GAME 
IN A MONTH OR GET YOUR GAME TODAY? 
TOUGH CALL. 


GHMEOVER0 


Try today! 

RENT 1 GAME 
GET 1 FREE! 



Sr'SSJrSS 

525s£ fi 

mm 




THE NEWEST TITLES GUARANTEED IN STOCK! 


mimitm ■■ 
























Marvel, Warner Bros. Start Game Studios 



Mario and Sonic, meet your new neighbors: Harry Potter and Wolverine. 
Both Warner Bros, and Marvel have announced the creation of internal 
video-game divisions to better track their licensed properties. 

Warner Bros. Games, a division of Warner Bros. 

Interactive Entertainment, gets a little extra 
from its senior vice president, Jason Hall, 
who was formerly the CEO of Monolith 
Productions (No One Lives Forever, 

Aliens vs. Predator 2, and the forth¬ 
coming Warner Bros, title The Matrix 
Online). Hall intends to use his experi¬ 
ence at Monolith to ensure that WBIE 
is run as a video-game company rather 
than as a division of a film studio 
that simply licenses its products 
out to game developers. “Warner 
Bros, needs to be viewed differently 
than the other film studios with re¬ 
gards to games,” Hall said. “I can 
assure you that I am the only senior 
exec at any film studio who plays 
Unreal Tournament on a regular ba¬ 
sis.” According to Hall, WBIE will continue licensing products to third-party 
developers, but it will also be participating in copublishing arrangements 
as well as developing and publishing games internally. 


Meanwhile, comic book publisher Marvel Enterprises has announced 
the formation of a new division within the company to focus on the devel¬ 
opment of games based on its character fran¬ 
chises. The division will oversee both publishing 
agreements and the creative content of 
titles. Ames Kirshen, who previously 
worked with (ironically enough) 
Warner Bros, and DC Comics, will 
act as Manager of Game Develop¬ 
ment. ‘The multibillion-dollar video- 
game industry continues to be a 
significant revenue opportunity 
for Marvel and a high-profile, 
powerful vehicle to build the 
awareness of Marvel’s brands,” 
said Marvel Publishing Presi¬ 
dent Gui Karyo. 

Marvel has a number of 
games in development, in¬ 
cluding a massively multi¬ 
player game based on the 
Marvel Universe. For 2004, 
the company plans to release games based on Spider-Man, X-Men, and 
The Punisher; in 2005, watch for Fantastic Four, Iron Man, and The Hulk 2. 


Hot at the Arcades 


Metal Slug 5 

■ Developed and published by SNK/Playmore 

■ Available now 

Contrary to popular belief, Metal Slug 
is alive and well. The fifth installment 
in the side-scrolling series puts you in 
the boots of four mercenaries—Marco, 
Fio, Eri, and Tarma—for yet more side¬ 
scrolling commando tactics. In addi¬ 
tion to the now-classic run-n-gun play 
scheme, MS5 adds a new slide move 
that allows you to scoot underneath 
incoming bullets and other projectiles. 
The action is all over the place in this 
one with shoot-outs taking place in 
the jungle and inside dimly lit caves 
and tombs, and characters even strap 
on jet-packs to blast aerial targets. 
Of course, you can upgrade your 
weapons by rescuing POWs, and 
there are a host of new vehicles to 
jump inside of and command—tanks, 
mechs, automobiles, jets, and more. 
This could well be the last Metal Slug 
game on the cartridge-based MVS 
hardware if Sammy's acquisition of 
Neo-Geo’s arcade assets comes to 
pass —Major Mike 




EyeToy's Next Killer App 



Finally, someone’s stepping for¬ 
ward to challenge Dance Dance 
Revolution's dominance of music- 
based video games—and that’s 
literally stepping forward, as in 
closer to the screen. Sony is 
prepping EyeToy: Groove, the 
second software application for 
the EyeToy PS2 camera (the 
first was the pack-in, EyeToy: 
Play). Instead of just moving 
your feet, you’ll have to get more 
of your limbs into the act and 
get your whole dance groove 
on—you’ll be judged on timing 
and accuracy (but you’ll also get 
points just for trying). Madonna, 
Jamiroquai, and Fatboy Slim 
are a few of the artists whose 
licensed music will appear in the 
game; the final soundtrack is 
expected to consist of 25 tracks. 
EyeToy: Groove (which, in these 
early simulated screen shots, 
looks a little reminiscent of 
Samba de Amigo) is slated for 
a spring release; expect plenty 
of embarrassing photos from 
E 3 this year.... 
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Pelican Silent 
Scope Light Rifle 

Xbox 

Rating: 5.0 

The coolest light-gun ever? Believe it. Designed in 
tandem with Konami, the Light Rifle is nothing if not 
innovative—the gun breaks down into four pieces, 
and while the scope does not contain an LCD monitor 
like the arcade version, its solution is no less clever: 

A motion sensor is tripped when you move your eye 
:o position, automatically zooming the target on the 
screen. The'main trick is to be sure the gun is com¬ 
pletely calibrated in Silent Scope Complete before 
playing—including the crucial screen brightness 
level—but you might also want to rest it on the back 
of a chair for arcade-style stability. Remove the stock, barrel, and scope, and you 
have a stripped-down, Halo-inspired, two-handed assault blaster with a shotgun 
pump—in other words, the perfect gun for House of the Dead III. As long as you 
use as directed, you’ll find the Silent Scope Light Rifle $50 extremely well spent. 
—Dan Elektro 

Price: $49.95. Contact: Pelican, 323/234-9911, pelicanperformance.com 

Nyko iType 2 

PlayStation 2 
Rating: 4.0 

Chatting in online games is fur 
(and sometimes essential), 
but using a controller and 
a separate USB keyboard 
can be unwieldy. Why not 
combine them, says Nyko, 
which offers one of the 
only alternatives to Logi¬ 
tech’s killer NetPlay controller. 

In that regard, the iType has two things going for it: It’s smaller, 
and it’s cheaper. The keyboard is designed for thumb action, so if 
you don’t type well, don’t worry—it’s all hunt-and-peck anyway. Four 
programmable macros make common online phrases (such as “Help n 
I am being slaughtered by a low-level spider" or “WTF dOOd tHat is tEh suck”) easy to 
express, which is nice because actual typing is a bit awkward—while the controller 
is wider than normal (some rubber grips would have been nice), the buttons are still 
small and ovaloid. However, once, you get used to it, the iType 2 does work, and it’s 
half the price of (and less bulky than) your closest alternative .—Dan Elektro 
Price: $34.99. Contact: Nyko, 888/444-6956, nyko.com 



Best-Selling Video-Game Titles: 

December 2003 


2 Madden NFL 2004 PlayStation 2 


PlayStation 2 Activision 

PlayStation 2 Atari 

PlayStation 2 Activision , 


8 Final Fantasy X-2 PlayStation 2 Square Enix U.S.A. 

9 SOCOM II: 

U.S. Navy SEALS PlayStation 2 Sony 

10 LOTR: The Return 

Of the King PlayStation 2 EA Games 


Source: The NPD Group/NPD Funwortd 


* usmo 4...Gran Turismo 4 ..R'dley 

Ml lit Scott's film company was hired to do a 
three-minute movie based on Driver 3. That’s better than trying 
to wring an hour and a half feature out of games that can’t sup¬ 
port a narrative, isn’t it? House of the Dead, we’re looking at you, 
• Call it “Higher Score”—the second edition of Johnny Wilson and 
Rusel DeMaria’s book High Score! The Illustrated History of Elec¬ 
tronic Games is out, and it fixes a lot of the problems with the first 
edition—namely, the factual errors regarding consoles. It’s bigger, 
too. Check it out. * The gang at RedOctane reports that 21-year- 
old Tanya Jessen lost almost 100 pounds playing DDR (with their 
ignition Pad, of course). What’s your excuse, iardass? • So re¬ 
member Malice from last issue’s Vapor Trails feature? Argonaut 
signed a new publishing deal, so that means gamers will finally 
be able to see if it was worth the lengthy gestation period. In the 
immortal words of Freddie Mercury, we’re just waiting for the 
hammer to fall. • Manhunt was officially banned in New Zealand, 
and the media classification office called it “injurious to the public 
good.” Two punchlines: a) Well, this is the place that was so far 
behind the modern world that they could film The Lord of the Rings 
trilogy there without actually changing anything and b) Urn... 
what if they're right? • The Movies...The Movies...The Me 
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Experience the fastest, most complete, motocross game — 
offering online play for up to 8 players, cool customization 
features, and a thrilling career mode that takes you 
to the X Games to boost your fame, fortune and 
adrenaline! It’s the dirtiest fun you can have online... 

...without feeling guilty. 




Make your way to the X Games and push 
your bike to the limit 
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Cover Feature 



( x Boom 3 


“If you see something that looks odd, ask,” 

Marty Stratton, id Software’s director of business development, needs 
to offer that caveat as he fires up a very early build of Doom 3 on the 
Xbox in the conference room of id's Mesquite, Texas offices. The game’s 
been in serious console development for only a few months, and even 
though this private meeting will showcase only two levels—the Delta 
. Complex and the caverns of Mars—some segments are still incomplete, 
so ho wants to offer a warning: “From a visual perspective, there’s going 
to bo some oddities.” 

Oddities...what, aside from the monsters popping out of grates in the 
floor unexpectedly, only to be instinctively shotgunned back into them? Or 
the Zombie Commando with its whip-like right arm snaking directly toward 
the screen, knocking the player back a good 15 feet before charging in a 
psychotic rush 9 .Maybe it’s the rotund Pinky demon, lumbering on its cyber¬ 
netic hind legs/hungry for any human flesh it can find? 

Considering Doom's legacy of evil, it’s only fitting that Doom 3’s Xbox 
debut will be filled with exquisitely terrifying oddities—and thrill-seeking 
gamers wouldn't want it any other way. 
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Many weapons are still being textured, but id sen 
a few sneak peeks of part of the player's arsenal. 

From top: the pistol, machine gun, shotgun, 

L plasma rifle, and fan-favorite chainsaw. 


Tim Willits speaks of Doom 3’s plot, backstory, and s 
enthusiasm of any great storyteller—which is a good 
Better still, he does it ail with the speed of a serious 
tense with inclusive pronouns like “we.” The subtle 
sucked into the game, living the story from the inside 
: it's a retelling of the original, as if the first Doom 
‘We re going back to Mars—actually, we moved it to 
at the Union Aerospace Corporation facility before 
things; are not quite right: people are a little on edge 
mission, we go off, all Hell breaks loose, and it's our 


; conviction and 
j lead designer, 
ing the present 


implicat 


and you’re next, 
eer happened,” says Wiltits. ; 
irs {from Phobos], We arrive 
3 invasion. We’ll notice that 
hen we receive our simple 
i to figure out who the good 


When you start 


3 game, you di 
tsion and you 
teleporter, I si 


t’s going on. All you know is t 
the Delta Complex. And you 
Then you get there and disci 


“The Delta Complex is part of the % ** \ 

huge UAC research facility,” contin- gf V 

ues Willits while showing a level that § 7 * 

falls about halfway through Doom f / * 

3’s narrative. “The UAC has been . # \ 

conducting its teleportation expert- 7 y 

ments here; this is the most hi-tech f j 

area, and the sublevels of the Delta 

Complex is where the invasion # 

really spawned from. All kinds of over-the-top, bizarre stuff f 

will happen to you here. You’ll experience stories of UAC employees 
who have participated in the experiments where they're teleporting each other 
and having nightmares and visions. Evil is seeping into the facility—and seeping into 
you, your brain, and your visions." ■ ■ 

Along your journey when you’re not being harassed by reality-warping demonic f 
hallucinations—or worse yet, demonic realities—you’ll moot non-piayer characters, 
who can either help or hinder you. or give you new objectives. For instance, you’ll find 
scientists working in the lab who might ask you to grab a plasma conduit to: reactivate; 
a teleporter, or you’ll have to recruit a lowly janitor to help you open new doors. Further¬ 
more. players will find hefpful handhelds that offer tantalizing bits of the backstory as 
well as access to new (and some secret) areas of the facility. "Every employee at the 
UAC is given a PDA,” explains Willits. “Throughout the game, you’ll find other PDAs; 
On dead guys, and you'll be able to read some of their e-mails, listen to their audio 
togs, and then, if they have security clearance for certain areas, you’ll be able to use 
that to access secure parts of the facility." 

But who needs a Palm Pilot when you’ve got a rocket launcher? After all, you’re 
packing major heat—a pistol, shotgun, machine gun. plasma rifle...even the trusty 
BFG makes an appearance, along with something new called the Souloube, “Yes, it's 
Doom,” admits Willits. “Yes, you run around and kill anything that moves—but we 
wanted to add in a broader backstory: characters, good guys, bad guys. We wanted 
to give players the motivation to move through the game, to figure out what's going 
on. We wanted to give them the complete game experience instead of just the action.” 


Much of Doom 3’s visual experience relies on pixel shaders to create ail kinds of 
derhonic trickery when it comes to lighting. In the Delta Complex, fluorescent; lights 
buzz and flicker, swaying to illuminate the room in swirling swaths, or shattering and 
leaving you in darkness. Your flashlight will aid in uncovering secrets, but there is no 
reward without risk. “It’s always a decision that you need to make,” says Willits. “Should 
I have my flashlight up, or should I have my weapon up? We found that adds a lot of 
tension to the gameplay.” 

“All of us are big horror action film fans, so generally the experience you want 
to give people is some kind of tradition,” adds Kenneth Scott. Doom 3’s lead artist. “Do 
you want Jason or Leatherface chasing you dowfi with a chainsaw? Of course you do. 
Do you want the zombies? Of course you do. Do you want to be stalked by aliens? Of 
course you do. We kind of have an opportunity where we can mold everything to give 
every single...I don’t want to say ‘typical,’ but all those kinds of experiences from film.” 







Doom 3 
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8 Frankly, “typical” is not a word that springs to mind when look- 
U. ing at some of the game's enemies. Doom 3's hellspawnod 
ij horde makes extensive use of bump-mapping, a texture tech- 
| pique that gives low-polygon models highly detailed, 3D-looking 
(QS) surfaces,' resulting in. say, pockmarked skip, oozing blood, and 
festering wounds (to say nothing of other texture effects like 
J monster drool or burning flesh). The result is remarkable visual 
depth with low geometry; most Doom 3 character models clock 
in at only 1800 polygons with just a few bosses tipping the 
scales at 4000. 

' The skeletal Revenant returns, complete with shoulder- 
mounted rockets and a subtle texture effect that can be de¬ 
scribed only as flickering flesh. Multi-eyed, floating CacodemOns 
no longer look like killer tomatoes, and the Lost Souls they 
project are, when inspected closely, crying about their fate. 

While other classic enemies like Imps and Hellknights have 
n updated to be altogether more imposing than before, 
e of the new enemies prove to be the most disturbing. 

“Hell has.its own cherubs, so we have these creepy 
demonic little babies,” explains Scott, showing a 
3D model of a screaming infant with giant claws 
and iridescent insect wings. “There’s always... 

discomfort fighting these kinds of things. Traditionally, if you see something that’s 
big and scary and steroidal that’s going to beat on you, you don't feel too bad. We 
try to give them: elements where, you know, it’s Hell, so they’re going to be 
trying to mess with your head.” 




"Port" k n Fwir-lelfer Word 




Doom 3 for the PC has been in development since the fall of 2000. 
while the Xbox edition started in earnest in July 2003. The Xbox 
version is being programmed by Vicarious Visions, which is in 
4 simultaneous development with id. And that’s “Xbox version,’’ 
not “Xbox port,” because Doom 3 is being sculpted—and 
in some cases rewritten—specifically for its console 
: debut. “Everything’s there,” says Stratton, “You’ve got 
the full physics system, the lighting and shadows, 
all the rendering passes, although done a bit dif¬ 
ferently. It’s tough to tell the difference some¬ 
times between this and the PC version.” 

The Vicarious programmers have leveraged 
every possible hardware exploit to make the 
j Xbox edition ol the game as efficient as possible • 
including a few that weren’t even documented. 
“There were some back-door hacks that gave an 
opening with the Nvidia chip that’s particular to the 
Xbox, and a couple of hidden instructions that are particular to that 
chip,” reveals Karthik Bala, CEO of Vicarious Visions. “That was a big 
surprise and a big performance improvement as a result.” One major 
coup; By writing custom pixel shaders for the Xbox hardware, the 
Vicarious team reduced the number of rendering stages from seven 
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Doom 3 was conceived as a six-channel surround game from th 
start, and much of it is already implemented- from the shrieks an* 
skitters of the spider-like Trites to the atmospheric environments 
sounds of buzzing light fixtures and elevator platforms. Every enem 
teleportation is accompanied by a thunderous and unnerving blast < 
pure bass, which is almost reason enough to cough up for that Dolt 
5.1 speaker system. And while Nine Inch Nails’ mastermind/Quaki 
soundtrack composer Trent Reznor was associated with the project £ 
one point, there's no guarantee that his contributions will appear in tr 
final game. “Trent did all the sounds for the Doom presentation that 
we had at gS 2002,” clarifies Todd Hoilenshead, id’s CEO. “He is nc 
doing any music for the PC or the Xbox. There is still a bit of an opr 
question as to, whether we’re going to be using the E 3 2002 assets 
the final game or not, but I don't have any answers for that yet.’’ 


A few of the larger PC levels will be broken into parts on the Xbox to preserve the 
brisk gameplay pace—but once again, the Xbox proves uniquely qualified to keep 
load times insanely low (just 15 seconds between full levels) and stream new data 
during gameplay. “That’s the big advantage the Xbox has over the other current 
generation consoles; It’s got the hard drive,” explains Stellmach. ‘That means that 
you have fast enough access to all those assets—there can be streaming textures 
streaming sounds, and such.” continued ► 


S a PC experience on a console,” says Karthik Bala, “it’s a console experi- 
i the Xbox.” Whoever Just said “PC port” must face the Pinky demon! 



Boom 3 characters start; 
the model), and bomp-nu 


high-poly Lightwave 3D models, often 300,000 polygons and u 
ed textures are applied for the final Xbox implementation. This 


i to only a few thousand, depending on 


34 



The Pokemon Company 

| (Nintendo) 


GOTTA 
SAVE 
’EM ALL 


An evil organization has turned good Pokemon bad,and not everyone': 
happy about it. Snag them back, nurture their spirits and use their 
in battle to turn them good again in the first Pokemon RPG in 3-C 
iport Ruby and Sapphire Pokemon to fight in a battle of epic proportion: 


EVERYONE | 





' Doom 3 


J 


In fact, it becomes clear that based on pro¬ 
grammer John Carmack’s technology and de¬ 
sign goals, the Xbox is really the only current 
console that could handle id’s behemoth. “Could 
we do Doom 3 on another console, dumb it 
down, strip stuff out, have you go through the 
same architecture, call the demons the same 
names, and things like that?’’ asks Hollenshead. 

“Yeah, we could probably do that, but we just 
didn’t feel that it would be true to what the expe¬ 
rience is on the PC and what the game was re¬ 
ally designed around—this whole experience in 
fear and demons and scared of the datk and all 
these other critical points of the gameplay. The 
GameCube and PS2 just don’t have the graphics 
horsepower to drive the lighting technology or what we’re doing with 
the bump maps and the normal maps, and how those things interact to 
really create the visual experience.” 




Live Evil 


Of course, no id title would be complete without online play. “Doom’s going 
to be a showcase Xbox Live title,” promises Bala. “Multiplayer is being de¬ 
signed and developed from the ground up for Xbox Live. Microsoft is rolling 
out Xbox Live 2.0, which has a lot of new features that really enhance the 
community aspect as well. Doom's going to take advantage of some of 
those key features.” 

Doom 3 will feature not only four-player deathmatch like its PC sibling 
but also two-man co-operative play, “For first-person games, the Xbox has 
kind of become the co-op platform—-I guess you could call it the Halo Effect,” 
laughs Stratton. “They did it really well. But then we did it on Return to Castle 
i Wolfenstein: Tides of War, and it was one of the most well-received aspects 
of that game, so I think it makes sense. Players on the Xbox who play first- 
person games look for it, they enjoy it; it’s a real added value. Vicarious 
Visions has the talent and the time to make it work, and make it work well.”. 

“I think one of the major reasons that co-op works so well is that you 
can count on everybody having voice chat," adds Stellmach. 'When you're 
playing a co-op game, that communication is so important—and it’s so cool 
that the game is really giving you stuff to coordinate about.” 



While id offers no release date for either game (“when it’s 
done” has long been a company standby), Stratton says the 
PC version will launch first with the Xbox edition following 
“pretty dam close” behind it. “We’re not going to release a 
game that we don’t enjoy playing internally,” says Willits. 

“We'll just keep pushing it back, and we’ll run out of money 
if we have to—but we have to make it fun for us.” 

Outside of id, of course, there are high expectations, too; 
fans have waited a full decade to see the legendary Doom 
saga continue. Reviving the venerable franchise has the id 
team...well, not scared, but understandably nervous. “Every¬ 
body has a memory of Doom that’s different—even here at 
id,” admits Willits. “You go up to someone and say, ‘What was 
‘It was action-packed.' The greatest weapons.’ ‘Multiplayer.’ So yeah, we have to live up to a lot of people’s : 
expectations, and a lot of people’s expectations are different.” 

Hollenshead admits that returning to the hallowed halls of the dead is “a risk,” but maintains that the time— 
and the team—is right. “I think the content that is being created speaks to the enthusiasm that everybody has 
here to work and make Doom 3 a game that will be viewed favorably alongside, arguably, a couple of the 
best games of all time. I dqj^Lsay that lightly because I think there’s a lot of history with id that even I as a 
fan, before I came to work at the company, can appreciate. We’ve kind of had some similar considerations 
with Return to Castle Wolfenstein, going back to the quote-unquote ‘grandfather of FPS games.' Is it some¬ 
thing that you let shine in the trophy case, or do you dust it off, try to bring it to the next level, and make a 
game that people in today’s consumer audience on today’s platforms are going to enjoy? From our stand¬ 
point, Doom is id’s title, so we sort of have the moral right; if the company wants to do something with it, 




“Yeah, it’s sort of like George Lucas working on The Phantom Menace," says Willits. “Hopefully,” 
he adds with a laugh, “we’ll do a better job.” 
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EverQuest Champion Chosen To Save World 

Twenty-six-year-old Chicago native Barry Nerviss’s four years of nearly 
nonstop EverQuest playing paid off when Sony Online’s Marketing and 
Herofinding Department knocked on his door and offered him the chance 
to save the world. 

“It was a dream come true," said Nerviss through his curiously 
bulbous lips. “It was an honor not unlike being handed my paladin 
epic or completing all layers of the shawl quests of the Coldain.” Nerviss 
then turned back toward his monitor and wondered aloud if anyone 
had any BSSes so he could get a SOW for a CR. 

“Only a player of Barry’s dedication and skill could possibly serve 
our planet in the upcoming battle against the Narvisconsins and their 
Dark Brotherhood of Evil Injustice,” said Farrah MacDerdie, vice presi¬ 
dent of SOE’s Secret Global Operations wing. “We feel that Barry’s 
mastery of multiple Alternate Advancement traits, as well as his much 
touted ability at cultural smithing, will benefit him greatly in his ultimate 
quest to serve humanity.” 

Interminable Grapevines of Wrath, the EQ guild of which Nerviss 
is Ultimate Lord Protector President Emeritus, was unreachable for 
comment, though many “OMGs” and “WTFs" were exchanged on the 
guild’s forums. Players from competing guilds are already filing peti¬ 
tions, claiming that Nerviss cheated to gain the right to defend the planet, saying that he “stole kills and trained 
the Avatar of Fear to the entrance," whatever that means. Nerviss himself disputes these charges, saying that 
he “always acted in the manner of a paladin of Brell Serillis.” 

Nerviss’s term as Savior of Humanity will begin at Sony’s press conference at E 3 . Nerviss is excited: “Who 
would have thought that sitting on my ass and playing EQ for four years would have led to this?” 

Nerviss’s Canadian girlfriend was unavailable for comment. 


Roy Horn Mauled by Armor King 



Flamboyant performer Roy Horn, half of the famed stage 
magic team of Siegfried and Roy, was attacked by Tekken 
veteran and jaguar-headed wrestler Armor King as the duo 
played a benefit show in Reno, Nevada. 

Onlookers gasped in horror as the massively muscled and 
armor-clad Armor King, who is a look-alike of philanthropist 
pro wrestler King, lunged across the stage at Horn as the two 
prepared to perform a number of difficult and daring stunts. 

“Roy was just standing there, minding his own business, 
when Armor King just flew at him,” recounted Jerriann Mosely, 
a witness to the event. “Armor King had such hatred in his 
one red glowing eye...it was horrible." 

Anonymous sources at the event told a different story- 
one of mistreatment and resentment between the two unlikely 
partners. “Oh, Roy mistreated Armor King something terrible,” 
said one source. “No man, not even a metal one with a prosthetic jaguar head, can take that kind of abuse.” 

When reached for comment, Armor King expressed only regret. “Rawrr roar rrrr grrrr,” said the massive 
man-lion. “Errrrr rawrrr phhft rrrrr.” 

Horn is listed in stable condition as of this writing. Armor King’s ending has him surrounded by puppies on a 
rooftop while being chased by flaming robot ninjas. 



Yep. That’s what you get. 


It's Thinking... 

Is my LameCube supposed to be...growling? 
► Harry Nuyeer-Via Interweb 


Buyers Beweird By The docker Spaniel 


Game Blame 

I bought this game, and three days later a bunch of dudes came over 
and beat the hell out of me. Is this supposed to happen? 

► Mary Christmas—Bethlehem, PA 


Game Reviewer's 
Opinion Taken Seriously 
In a strange quirk of fate, a devel¬ 
oper took a game reviewer's opin¬ 
ion seriously this month, sparking 
debate into the changing role of 
game publications in today's industry. 

“It was a pretty good point,” 
said Jeff Jeffsman, lead designer 
of Beverlysoft’s flagship title, Bev¬ 
erly D'Angelo’s Return to Wally- 
world. “He said that our controls 
were workmanlike and our graphics 
were nothing to write home about, 
and dammit, we really took that to 
heart." Jeffsman pledges that his 
next title will feature “less work¬ 
manlike” controls and graphics 
that, according to Jeffsman, “will 
make [gamers] want to smack 
[their] mothers].” 

The journalist, who asked to re¬ 
main anonymous, remarked. “This 
shakes my entire world view. I feel 
so powerful. I think I’ll go write a 
Top 10 list ” 

Mock-Up Screen 
Becomes Real Game 
Programmers at Mockstar were so 
impressed with 14-year-old Jimmy's 
fake screen shot for GTA: Antarctica 
that they’ve decided to make it re¬ 
ality. “Jimmy clearly cannot use 
Photoshop to save his life,” a spokes¬ 
person said. “I mean, he has ftp con¬ 
cept of how to use layers or even 
acceptable resolution. But there’s 
something about his fake screen 
shot of a guy stealing .a snowmobile 
away from a penguin white shoot¬ 
ing laser beams out of his eyes and 
collecting gems that...well, it speaks 
for itself, doesn't it?” Mockstar does 
not accept unsolicited ideas from 
fans, and fhe company intends to 
stick with that policy by not offering 
any sort of payment to Jimmy. “Hey, 
if he didn’t want his ideas stolen, he 
shouldn’t have tried to pass off his 
work as ours. So now his work is 
ours. But the beauty is, when every¬ 
body realizes it sucks, it’s still his 
fault.” The spokesperson then 
laughed an evil laugh. 

10 tO 1 1 Unused Pop 
Culture References for 
This Year’s LamePro 

10, R.I.P. Fred “Rerun” Berry 
9 , Freddy vs. Jason 
8 , Ozzy vs. the ATV 
7 , SARS 

®, Ruuuuuben & Clay 
5 , Jen & Ben 
4, The CA Recall Election 
3 , Saddam Hussein 
2 . Paris Hilton 
1. Michael Jackson 








Square Eye for the Straight Guy 

© Think the girls of Final Fantasy X-2 get to have all the fun? Wait 
until you meet the Final Five: an elite team of Square men dedi¬ 
cated to extolling the simple virtues of style, flair, and elaborately 
drawn-out displays of apocalyptic magic. In this new simulation, the 
leading men of the Final Fantasy universe have a mission to transform 
a drab wreck of a video-game character from disastrous to delicious in 
each of their respective categories: Fashion, Angst, Summoned Entities, 

Materia, and Weapons. 

Meet Tidus, Philosopher of Fashion, who offers this advice: "Symmetrical 
trousers are a no-no. Try tearing off one leg and replacing it with a checker¬ 
board shower curtain. And for Bahamut’s sake, shave your chest if you’re 
going to wear a sternum chain.” 

Say "hello sir!” to Zidan, the Maestro of Materia: "I cannot stress 
enough how important entrances are. Why just walk in when you can 
emerge from an inside-out black hole, summon Jupiter to crash 
into the sun, and surround yourself in a cluster of blue 
spheres containing reflections of all your memories?” 

Clap a bit for Cloud Strife, Weapons Wizard: “The 
more physically impossible to carry or wield, the better 
the accessory.” And Vaan, Savant of Summoned Enti¬ 
ties, has some advice for pet owners: “Your dog has 
no bite. He’s not the size of a house, nor is he the 
king of anything." 

Not much is known yet about the fifth (and final) of 
the Final Five, the Avatar of Angst, though Square Enix 
may reveal more details at a press conference next month 
to be held beneath the sea beneath a swirl of pastel lights. 

—Pierre Kyan 


i Creepy Dungeon IV!ap 

- Somewhere in the Game 

■ You should be 99 hours into the game. Go over there and look for the 
• thing—if you don’t find it, it’s probably in another location. Keep looking! 

Go back to A, then go to C, but avoid B if you didn’t go to D first be- 
| cause the only available path is through E. Stay away from C (you should 
< have taken the A route at the very start of the game). Shake the tree! 
Ignore the save point and go through the door—do it now. When you 
inter the last room, all your colleagues die and you fight the last boss 
I (who’s really your father). Oh, yeah—Spoiler Alert for the father thing. If 
I you die without using the last save point, your save data will automatically 
I be erased and you must start the game over from scratch. Break stuff! 

Other Hints 

• Some power-ups re¬ 
generate at random; 
others appear sponta¬ 
neously at any location 
without rhyme or reason. 
Save the queen! 

• Get the Super-Duper 
weapon (not on map). 
Pull the string! 


This NoStrategy Guide is 
based on the European 
PAL version of the game 
and may never come to 
the U.S. 
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Rushed Out: Day and Date 

Several understaffed developers are currently hard at work on a game based on the upcoming 
action flick Rushed Out, directed by a recorded message from prolific filmmaker Rhett Bratner and 
starring an up-and-coming hip-hop artist, one of the girls from the WB’s One Tree Hill, and either 
Owen or Luke Wilson. The film, to be rated PG-13 for language, sexual innuendo, brief nudity, 
and mild violence, will center around either the sexy world of desert four-wheeling or a S.W.A.T. 

team with a secret traitor. 

The game, a third-person action game with 
mission-based driving elements (or vice versa), 
will feature rejected screen-test footage packaged as a com¬ 
pelling side story. What’s more, the developers plan to leave 
a few levels unpolished, enabling you to be the beta tester 
yourself as you squash bugs as well as evil offroading gov¬ 
ernment agents. Both the movie and the game will be avail¬ 
able no later than May 14. A trailer is available for download 
now.— Gardy Lou 




Resident Evil -5: The Real 


AH Systems* 

Here we go again—apparently Umbrella’s pact with Stalin, the ensuing Cold War, and an unsuccessful 
fluoridation plan wasn’t really the first appearance of Umbrella as this sequel to RE-5 explains with 
great detail. In this, the 10 th or 11 th prequel to the original 
RE, you are a Union soldier (an ancient ancestor of Jill Valen¬ 
tine) who detects that something’s amiss when soldiers in 
your unit become bloodthirsty zombies. Sure enough, Um¬ 
brella’s behind everything as its latest D-Virus has unleashed 
yet another toxic plague. The 1864 setting somehow links to 
the side story of President Evil: Planet of the Abes (it has 
nothing to do with the Code Monica tangent), and you still 
save your game at any Butter Churn and store items behind 
any Wagon Wheel. (Apparently, some extra files and memos 

will be in the Extra Dual Shock Vibration Edition due to be released a month after this hits.) The game culminates 
in a battle against General William Sherman (who’s really Albert Wesker) during the burning of Atlanta as Umbrella 
tries to cover its tracks. Of course, the ending leaves the possibility of another prequel as Umbrella’s “Bubonic 
Project” is mentioned ....—Dave Grayvis 

■ 50th Look/12th Update ■ Developed and published by Crapcom Classics 

■ Target release date: The day before yesterday, a week from last Friday observed on Sunday 

* except for the PainStation 2, Ybox, LameCube, Lame Boy Advance, Dreamcrashed, Nofriendo 64, and others 




Just Like GTA 


All Systems 

Witless developer Yoink! brings you yet another of 
its thinly veiled rip-offs, and this time it’s cutting to the 
chase—the car chase! Yoinkl’s latest game gives new 
meaning to the phrase “GTA clone” by actually being 
a nearly complete clone of GTA. 

You play as Vommy Tercetti, a thug 
sent to decadent Cice Vity after being re¬ 
leased from maximum security prison. 

Producer Ham Souser boasts that Just 
Like GTA will be true, unadulterated crime 
and action with none of that pesky “inno¬ 
vation” getting in the way. “GTA was one of the most innovative games in recent years,” says Souser. 

“You can’t get much more innovative than an exact copy of an innovative game." 

Yoink! is even recruiting top Hollywood talent to provide voices for the characters, including Lay 
Riotta of Foodgellas fame. We’d say this game looked like crap, but you don’t care—this one will 
sell millions no matter what we think .—Titus Androgynous 

■ First Look Again ■ Developed by Yoink! a Published by Profit Ho ■ Target release date: Every two or three months 
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Onimusha 3: Demon 

Onimusha 3: Demon Siege is said to be the last Oni- 
'fip' musha game, but gamers will get two helpings of the 
franchise in 2004—this and Blade Warriors (see ProReviews, 
elsewhere in this issue). As the previous Onimusha titles fea¬ 
tured characters modeled after actors, Demon Siege features 
two big stars: Japan’s Takeshi Kaneshiro and France’s Jean 
Reno (who graced U.S. shores in such films as The Profes¬ 
sional and Ronin). Onimusha 3 begins in 1582 with Samano- 
suke facing off against his archrival Nobunaga at a flaming 
temple only to be sucked into another time zone. Switch to 
France in 2004, where Jacques Blanc is battling demons that 
threaten to overrun the city of Paris. He, too, is zapped into 
another time zone. Welcome to the 
beginning of Onimusha 3. 

The Last Samurai 

During the,game, you switch be¬ 
tween the two warriors as they try 
to defeat Nobunaga. Samanosuke 
can collect various swords during 
his quest, but Jacques is the more 
intriguing of the two. The French¬ 
man uses a pistol and a sword that 
changes into a whip (think Ivy from 
Soul Calibur II). Jacques can grab 
enemies, slam them on the ground, 
draw them close to him, and then 
shoot them with his pistol. Both 
characters can draw energy from 
defeated enemies, and such en¬ 
ergy can later be used to replenish 
health or power up devastating spe¬ 
cial attacks. Keeping in line with 
Onimusha traditions, the game will 
also feature plenty of items to col¬ 
lect, puzzles to solve, and bosses 


A Cut Above? 

One of the biggest differences between Onimusha 3 and its predecessors, 
Warlords and Samurai’s Destiny, is the visuals. Instead of prerendered 
backgrounds that result in jarring transitions as characters travel between 
screens, Demon Siege is full 3D and has more fluid action than its prede¬ 
cessors. The graphics have been taken up a notch, too, as Kaneshiro and 
Reno have an uncanny resemblance to their real selves. Demon Siege 
is slated for a May release, and with what’s been seen of the game so 
far, it looks as if the series could go out on a high note (if this really is the 
last Onimusha )....—Musashi Mike 

■ First Look ■ Developed ai 
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Unreal II: The Awakening 

© After an agonizingly long 
wait for the sequel to Epic 
Games’ 1998 first-person outer- 
space blast-em-up, Unreal II: The 
Awakening finally debuted for the 
PC last year (see PC GamePro 
ProReviews, April 2003). Atari hun¬ 
kered down with Tantalus and Leg¬ 
end Entertainment to retool Unreal 
II for the Xbox, and now The Awak¬ 
ening is stirring. 

The Unreal Deal 

Unreal II is set in the same uni¬ 
verse as that of the PC original, a 
time 300 years into the future. The 
HH Xbox gets the entire single-player 
campaign from the PC version with 
additional multiplayer levels. This 
time, you’re gunslinging on the far- 
flung frontier of the galaxy as a 
sort-of space sheriff assigned to 

patrol the edge of human civilization. When distress signals start blaring I 
out from science labs and archaeological digs that are investigating 
some weird alien artifacts, you’re sent in to investigate. 

Hell Frozen Over 




Unreal M’s FPS combat erupts across 10 worlds with a diverse range of 
environments. You slog across an eerie primordial jungle world, dash 
across the frozen tundra of a moon called Hell, and slosh through the 
mucky guts of a living planet. An army of unique opponents conspires to 
keep you moving along briskly in every world. Unreal's alien menace, the 
Skaarj, are back, but they’re just one of the murderous crews you’ll face. 

Tight, quick FPS action in the early build promises that the PC’s on-target 
controls should make a smooth transition to the Xbox. You can pack a ' ~“ 

deadly array of formidable weapons, too, although with the console controller, you must cycle through your arsenal 
with single button presses. That makes fierce firefights a little stressful, but console gunners will deal with it. 

The online and multiplayer gameplay absent 
in the PC game will show here, too. The preview 
showcased two-player co-op levels and team- 
based multiplayer contests that promise to allow 
you to play as different classes. 


Halo There 

Hmmmm...Unreal II has FPS gameplay, a 
combat-laden sci-fi story line, and a home on the Xbox...sounds vaguely familiar. No 
doubt with Halo still surfacing on sales charts and Halo 2’s release sliding further into 
2004, The Awakening is waking up at just the right time .—Brother Buzz 
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Forgotten Realms 


Dungeons & Dragons games rarely extend their appeal 
beyond the confines of their fans, but this PS2 action game could 
have many more gamers sharpening their swords. Created by Storm- 
front Studios, the [developers of last year’s excellent Two Towers slash- 
fesf, Forgotten Realms will follow in Aragorn’s footsteps with a combat- 
oriented action game set in this 
popular 


Three's a Party Ek 

Players can switch on the fly p ; 
among three party members: | 

a brawny fighter, a spell-casting HHB 

sorcerer, and a stealthy rogue. r3 ml 

Button patterns for combos don’t », jjSU 

change between characters, so IHHtlwHHEnuk' 4 nBL 
mn you can quickly employ, say, a _ t t, i trrr" rai i ' - 

■ range attack, whether a sizzling 
fireball or silent projeclile. Each 1 

H character's skill set will be required a awB afl Bi 

■ at different moments, so you'll have 11 
” ample reason to cycle between the 

trio to progress on your adventure. 

In a very early demo, the game I 
S£jHj| already played well. Each character H 
had a noticeably different *eel. and B 
Hn switching between them was effort- 
less. A throwing star-shaped health 
_____ meter let you keep an eye on each HiiralSllifBrns! 
■H character’s condition, and the graph- 

ics glittered. Stormfront’s working HKinHHHBSHi 
■RB toward a more expansive feel to the environments—not 
HHH3 necessarily wide open maps, but dramatic vistas that don’t 
make you feel confined to a corridor. 

H| No Dice Required 

H Story is a big focus for Forgotten Realms, too. While Atari hasn’t 
H released specifics of the quest, renowned writer R.A. Salvatore 
B penned the game’s tale, which thrusts the three characters 

■ together after they accidentally release a terrible evil on the 
world and must band together to stop it, despite their initial 

HmmBHBHBH distaste for one another. Well-known characters 
■ from the Realms appear throughout the game, 
including Salvatore’s popular character Drizz’t. 

also 

V jt putting a lot of effort 

Sr / U into making the D&D 

M jSFifcJrmrW \ . Jj j HI rules and conventions 
transparent to those 
: to hack 


who just 

up monsters, but subtly evident to fans who care about such 
details. There are no dice rolls or character attributes— 
nothing RPG-like—but the heart of the D&D rules drives 
wgHHn|NHanHH| how the combat happens. You can 

■ upgrade your character’s level and 

■ equipment by accumulating points, 
and recognizable D&D magical 

■ items can be collected. A veil still 
HB covers the possibility of multiplayer 

HIS action—Stormfront's top priority is 
H a strong one-player game, but it’s 
life 1 exploring options for that and a likely 
HBk but unannounced Xbox version. 
H —Air Hendrix 




















Dance Dance Revolution Extreme 


@ You can dance if you want to, but why not Dance Dance instead? 

The latest entry in the Dance Dance Revolution series offers fans 
more music, added features, and new game modes. Oni 
mode, which first appeared in DDRMAX: Dance 
Dance Revolution, returns in Extreme as a full- 'EE^gnjjyu^Eiia 
fledged game mode. Now, you can dance like a pro, 
but you’re allowed only four mistakes in a row during the 
entire course of the game. Also new is Mission mode, where 
you complete specific dancing challenges or take 
on a fellow dancer in a two-player battle. Popu¬ 
lar modes from previous games in the series 
like Work Out and Edit are included in Extreme, 
so DDRers can work up a sweat or create their 
own moves to the sounds of licensed and origi¬ 
nal songs. In addition to the chart-topping dance 
tunes, players will be privy to music videos. 

—The Vixen 





Nanobreaker 


In a distant, futuristic world, nanomachines—originally created to improve 
hHt the lives of humankind—go awry and begin to harvest the blood of humans and the iron 
from buildings in an effort to construct an army of monster machines. Faced with the eradication of 
life as we know it, you take on these metal mon¬ 
sters with a spiffy shape-shifting Plasma Blade, 
slashing your way through mass amqunts of ene¬ 
mies, even using them for offensive attacks. Nano¬ 
breaker features a combo-based fighting system 
that should appeal to more skilled players of the 
hack-n-slash genre, but beginners cah take a stab 
at easy mode, too. Other 
gameplay modes include 
Story and Time Attack. 

Poised to become an¬ 
other Konami franchise, 

Nanobreaker is being developed by Koji Igarashi, the producer of the 
Castlevania series. If Nanobreaker is anything like Castlevania, we’re in 
for one hell of a fight this fall .—The Vixen 

a First Look ■ Developed by KCET ■ Published by Konami • Target release date: Fall 2004 




Race Driver 2 


® ln the ever-crowded r£ 

it takes an extra bit of somfethi 
somethin’ to pull away from the paik. With 
that in mind, Race Driver 2 takes a jack-of- 
all-trades approach, offering a full variety of 
motor sports, including street racing, stock 
car, Grand Prix, rally racing, and more. Lest 
you think the game will be a jack of all trades 
and a master of none, Codemasters is pull¬ 
ing out all the technological stops, including 

tire deformation to complex aerodynamics, and tripling the detail of Pro 
Race Driver. The first-person narrative mode lets you see what the lead 
character sees as you hit 52 racing circuits worldwide in a dizzying array 
of licensed rides. Prepare to indulge your inner lead foot —Analog Avenger 






















Star Wars: Republic Commando 


© Running on a modified Unreal II engine, 
this squad-based first-person shooter is 
being touted by LucasArts as a dark and moody 
exploration into the military side of the Star Wars 
universe. Picking up where Attack of the Clones 
left off and leading up through the Clone Wars 
the events of Episode III, Re¬ 
public Commando casts players 
as the leader of an elite Clone 
Trooper class that specializes 
in black ops and clandestine in¬ 
cursions into enemy territory. 

You and three squadmates will 
take on covert operations (in¬ 
cluding reconnaissance, neutralizing enemy place¬ 
ments, data gathering, and assassinating key Sep¬ 
aratist figures) in three campaigns that take you 
from rocky Geonosian terrains to the jungles of 
Kashyyyk to derelict Republic ghost ships. Your 
main nemesis in the game will be a rogue group 
of Trandoshans, though you can expect to also 
encounter Battle Droids, Geonosians, and, coolest 
of all, Wookiees. 

Designed to be approachable for all gamers, 
squad-member control will be accomplished by 
a marriage of controller- 
issued commands and 
location-contextual A.I., 
meaning that designated 
markers will determine 
whether you can order 
teammates to snipe po¬ 
litical enemies or plant 
traps, in addition to sta¬ 
ple attack/retreat com¬ 
mands. In an attempt to keep things a bit realistic, 
you’ll be limited to the number of weapons you can 
carry, though your standard-issue blaster can be 
outfitted with attachments for sniping and launch¬ 
ing grenades, and you can loot weapons like shot¬ 
guns and concussion rifles from fallen foes. . 

Up to 16 can play as either Republic Commandos 
or Trandoshans in various permutations of death- 
matches and team deathmatches (sorry, no co-op 
play) via Xbox Live, and LucasArts is promising 
downloadable content that should include new mis¬ 
sions, weapons, and skins. Though the game's 
gritty nature should snag the attention of Force- 
jaded Star Wars fans, the verdict is 
out on how it will stack up against 
other genre offerings like Tom 
Clancy’s Rainbow Six and Full 
Spectrum Warrior .—Pong Sifu 
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Tom Clancy's Rainbow Six 3 

iflfei Having already 
made its console 
debut on the Xbox, Tom 
Clancy’s Rainbow Six 3 is 
now headed to the Play¬ 
Station 2 with a few added 
bonuses. For those un¬ 
familiar with the grand- 
daddy of tactical FPS 
games, Rainbow Six puts 
you in command of an 
elite, multinational anti¬ 
terrorist squad of Special 
Forces operatives as¬ 
signed to dangerous and 
covert missions around 
the world. This time, team 
Rainbow must unravel a 
mystery in order to foil the 
doomsday plot of an evil 
madman before time runs out. In an effort to 
line the tactical aspects of hostage extraction and 
terrorist elimination, Rainbow Six 3 has abandoned 
the protracted pregame planning segments that 
divided many fans of the PC series by allowing you 
to simply select your gear and get going. This isn’t 
necessarily a bad thing as rookies will no doubt 
enjoy the simple interface that minimizes the breaks 
between missions and keeps you in the action. 

This early PS2 version of Rainbow Six 3 is al¬ 
most exactly the same as the Xbox version in terms 
of everything from graphics to gameplay with the 
exception of the PS2-exclusive content. The PS2 
features include extra single- and multiplayer missions, and a 
split-screen, two-player 
offline mode. The cooper¬ 
ative split-screen mode 
we played in the preview 
build enabled us to choose 
between a training mis¬ 
sion mode and a terrorist 
elimination mode (basi¬ 
cally deathmatch versus bots), but because two people were 
playing together, there wasn’t a squad for us to give orders to. 
The A.I. in the single-player mode is still being polished up, but 
issuing commands to your squad via the optional headset was 
fun, easy, and surprisingly accurate, and listening to your team¬ 
mates chatter in your ear dramatically heightened the overall 
experience of commanding a counterterrorist team in the ultra- 
realistic Tom Clancy universe— Bones 
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Tom Clancy's Splinter Cell: Pandora Tomorrow 

: 


There are certainly high expectations for Pandora 
Tomorrow. The original Tom Clancy’s Splinter Cell 
raised the bar for the stealth action genre, not only with its 
brilliantly conceived gameplay but also with its outstanding 
visual presentation. In a near-complete Xbox version (the 
game is also coming 
to the PlayStation 2 
and GameCube), this 
second showing of 

Splinter Cell has already lived up to its single-player expectations. 

The graphics continue to impress, exquisitely using shadow 
and light effects that underline the game's stealthy theme. And 

NSA operative Sam Fisher through rough turf in Indonesia, 

Israel, and even on a moving train as he hunts for terrorists 
threatening American national se¬ 
curity with a potentially devastating 
chemical weapon. 

Sam has learned some new 
moves since you last controlled 
him. He can do a half-split jump, 
enabling him to leap to higher 
ledges. And for those of you who 
found it difficult to tiptoe past open 

perform a quick turn-around move that will get him to the other side without being 
noticed. Undeniably, if you enjoyed Sam’s first mission, then you’ll like his second out¬ 
ing. The true test for Pandora Tomorrow, however, will be its online multiplayer game. 
Uniquely set up for both clandestine and fast-action gameplay, this innovative mode of¬ 
fers another reason for you to save the world once again.— Four-Eyed Dragon 

* Hands-On a Developed and published by Ubisoft ■ Target release date: March 




Driver 3 


^ A popular series 

n the PlayStation, Driver 3 will 
finally mark the debut of undercover cop Tanner 
on the PS2. A hands-on preview version showed 
that the game is whipping into shape nicely. One 
key concern was that the gameplay and difficulty 
still needed lots of tuning, so count it as good 
news that the release date has been pushed 
from March to June. 

Visually, the game looked very sharp. The 
cinematics were jaw-droppingly cool, supported 
by voice talent like Michael Madsen, Ving Rhames, 

Michelle 
Rodriguez, 

and Mickey Rourke. The game’s three cities—Miami, Nice, and 
Istanbul—sported slick detail, and the cars showed a great 
ability to crumple, smoke, and otherwise take abuse. The 
Xbox version shined a bit more brightly with higher texture 
resolution and better lighting, as you’d expect. Tanner also 
:s his vehicle regularly for some carjacking 


and combat from a third- or first-person perspective, both of which handled smoothly. The cars 
performed just like Driver veterans would expect—lots of powersliding and fishtailing that’s fun but 
demanding to master. With high production values, a rabid 
fan base, and strong design, Driver 3 should be one of 2004’s 
hits—especially now that Reflections is getting the time it 
needs to sweetly tune the gameplay .—Air Hendrix 
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Pitfall: The Lost Expedition 


^ Last month’s GamePro 


brought you an early 
hands-on preview of a promising but 
buggy Pitfall demo. Now that we've gotten 
our hands on a more complete preview copy of the 
game, things are starting to look better for old Pit- 
fall Harry. The Xbox and PlayStation 2 versions are 
nearly identical, and both control very well, making 
the repetitious jumping of a typical platform game 
seem more 
enjoyable 
and less like 
an exercise 

in frustration. This preview 
build took full advantage 
of the branching pathways 
we saw in the first demo, 
which gives the game a 
pleasantly nonlinear feel. 

Harry also 
has a whole 
arsenal of 

cool new moves at his disposal as he can now 
double jump, roll, swim, and perform punch and 
kick combos on his enemies. With even more 
moves and useable items to be unlocked as you 
progress, it’s clear that Harry has come a long 
way since his single-button adventure on the 
Atari 2600 .—Bones 


Samurai Warriors 
















Neo Contra 


One of Konami's most beloved fran- 
'5IF ohises gets a complete overhaul with 
Neo Contra, an updated version of the classic 
side-scrolling blast-em-up. Unlike Contra III: 

The Alien Wars for the Super NES or Shattered 
Soldier for the PS2, Neo will have a more 3D 
feel as several stages are presented in an isometric view with attacks that 
seem to come from all directions. Some unique sequences will include aerial 
combat with combatants spastically running atop spinning helicopter blades 
and riding on the back of two-legged dinosaur-type creatures while firing 
at moving targets. 


The game 

tinue the adventures of 
Shattered Soldier’s Bill 
Rizer, who will be joined 

by a futuristic samurai warrior named Genbei Jaguer Yagyu. 

Despite Neo’s innovations, the trademark Contra fundamentals, 
such as an arsenal of weapons (flamethrowers, spread shots, 
lock ons, and more) and gigantic screen-filling bosses, will 
remain intact. Hi-res 
rendered cinema se¬ 
quences will be spaced 
throughout the game in 
order to flesh out the 
characters and emphasize the 
test will be whether the game 
action. Based on what’s been : 
far, Neo Contra looks as if it wi 
provide just that .—Major Mike 


story and plot, b 
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Breakdown 


© Imagine waking up in a cold, stainless laboratory, 

having no memory of who you are or why you’re there...and then 
slowly realizing that you are the experiment. Meet Derrick Cole—a man 
with few fighting words but with many fighting moves—whose predica¬ 
ment is just that. In 
this unique first-person 
action/adventure, you 

guide Derrick through the hallways of a research building lit¬ 
tered with murdered scientists and populated by a gun-toting 
army out to kill you and superhuman warriors that attack 
anyone in their way. To make things worse, you periodically 
hallucinate strange images that can’t be explained as you try 
to escape what seems to be a freakish, never-ending dream. 

Breakdown seems like one bad (in a good way) sci-fi trip. 

The gameplay in an early build was a pleasant mix of arcade 
action and realistic drama. You could spray a baddie with a 

dozen bullets or fight him hand-to-hand with your own superhuman strength. To appease 
your curiosity, you could operate a phone, look at files, or—if you’re hungry—eat a 
burger that’s been left behind. Break 
visuals and some bizarre-looking 
environments added to the story’s 
mysterious backdrop. Your life of 
normalcy is about to break down 
this March.— Four-Eyed Dragon 













Seven Samurai 20XX 


The Red Star 


Based on the critically acclaimed comic book from 
Hair Archangel Studios, The Red Star is set in an alter¬ 
nate reality where magic and high tech collide, and, amidst a 
brutal war, Russia has grown to become a technological jugger¬ 
naut. Accompanied by her hulking bodyguard, Kyuzo, and Makita, 
a combat-savvy rebel fighter, resident government sorceress 
Maya Antares is on a quest to locate her missing husband who 
was lost 10 years prior in a disastrous battle. Players assume the role of any of the three characters, 
each offering a completely different style of gameplay, and are hurled headfirst into chaotic skirmishes 
in far-out environments hatched from the brain of 
comic creator Christian Gosset. The action will 
blend hand-to-hand combat and futuristic weaponry 
with powerful sorcery attacks. The Red Star will 
see simultaneous releases on the PS2 and Xbox 
this fall .—Iron Monkey 

■ First Look ■ Developed and published by Acclaim 

■ Target release date: Fall 2004 













Silent Hill 4: The Room 


The Silent Hill series is a rare find—mature, literary, and absolutely freak- 
xir ing insane; it’s the video-game peer of H.P. Lovecraft’s tales of cosmic 
horror. Now, Konami’s celebration of madness, the unknowingly indescribable, and the 
cancer that eats men's souls continues in Silent Hill 4: The Room. The latest chapter 
seems to be taking more of a Silent Hill 2-ish “side story” approach, telling the tale of 
the unfortunate Henry Townshend, a man who finds he can no longer leave his apart¬ 
ment except through the ominous portals that lead him into mildly disconcerting alter¬ 
nate realities that may or may not reflect pieces of his warped psyche. 

While the basic engine and gameplay will rely a good deal on what’s come before, 
Silent Hill 4 marks a couple firsts for the series: It’s the first one that will be released 
simultaneously on the PS2 and Xbox, and the first to introduce segments of first-person 
perspective gameplay. You shall try to scream, but your voice shall be drowned in blood, 
and your wounds shall sing songs of anguish to the worlds 
below. Oh, and whatever you do, don’t read this article, or 
you will go mad and be consumed by The Darkness of For¬ 
ever before your next birthday .—Star Dingo 





Thief: Deadly Shadows 

© Stealth gameplay really took off after Thief came along and popular¬ 
ized the “first-person sneaker.” Now that Splinter Cell and Metal Gear 
have run off with the 
genre, Thief returns to 
reclaim its birthright—by 
any means necessary. 

Playing as Garrett, 

the shifty hero from the previous installments of 
the Thief franchise, you are.the best thief who 
ever lived, using stealth and cunning to get 
exactly what you need from the unsuspecting victims in the 
city. This time, however, Garrett’s old pals The Keepers are 
crying out for his help to stop a prophesied Dark Age by 
stalking throughout the city and stealing hidden treasures 
stem the tide of darkness. 

If you’ve ever played Thief before, or even 
Ion Storm’s similarly acclaimed Deus Ex, you’ll 
know the level of detail the developer is putting 
into the stealth system for the game. Ion Storm 
claims that Thief will boast the most sophisticated 
stealth engine in gaming—believable because 
the previous games in the series helped create 
the stealth/action genre in the first place. 

The first version of Thief to appear on con¬ 
soles, Deadly Shadows will default to a third- 
person view so you can see Garrett as he 
sneaks about. A more immersive first-person 
view will remain available, however, for those 
who want a more traditional Thief experience. 
— D-Pad Destroyer 

■ Update * Developed by Ion Storm » 


■ Published by Eido 













2 GIRLS. 

2 WORLDS. 

1 HARDCORE 

MISSION. 


CHOOSE YOUR WEAPON: 

/" ASKA, WITH HER LETHAL NINJA 
SKILLS - OR ICE, A FIREARMS 
EXPERT WITH NERVES DF STEEL. 

THEN TAKE THE FIGHT AGAINST 

EVIL FRDM THE REAL WORLD INTO 

CYBERSPACE, WHERE THE RULES 

ARE RADICALLY DIFFERENT - 

BUT THE ACTION’S EVERY 

BIT AS HARDCORE. fjs 


Crimson Sea 2 


® The first (and last) name in rally racing brings 
bigger, badder, burlier action to the Xbox in this 
installment. For those who haven’t yet stepped into the 
-world of rally racing, this ain’t a bunch of left turns on an 
asphalt track; this is good ol’ fashioned mud-splattering, 
undercarriage-mauling, earth-conquering mayhem where 
the race to the finish line can be as much about survival 
as speed and the powerslide is not just a time-saving 
maneuver but a way of life. New features include an 
Expert Champi¬ 
onship mode, 

which is the toughest test yet of your rally-driving mettle, and a 
car-part testing system that lets you try out your latest equip¬ 
ment before hitting the, erm, nonroad. With 48 tracks in eight 
countries and a slew of single- and multiplayer modes, Rally 
'04 is fully stocked and ready to help you act out your child¬ 
hood fantasies of offroading.—Ana/ogt Avenger 
■ First Look * Developed and published by Codemasters 
«Target release date: March 


Koei’s sci-fi action game returns, this time with the addi- 
tion of a new female character, Feanay. As in the first 
game, you have three modes of attack—melee, shooting, and 
neo-psonics—at your disposal. Even with a new character, 
gameplay remains mostly the same with missions having you 
plow through hordes of animal-like monsters. New 
for the series is a “Time Extend” technique, which 
uses part of your NP gauge to enter in a bullet 
time-like attack mode. Once again, all of your 
weapons can be upgraded using origin items, so 
power gamers will have a ball playing stages over 
again to level up. The controls in the preview 
build were a bit clunky with the characters having 
problems locking on and shooting in the right 
direction. Still, it looks as though Koei will deliver 
a solid action game .—Funky Zealot 
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Every year, 95% of people who try to 
stop smoking are not successful. 


The impact of nicotine is jacked up because tobacco ' 
companies add ammonia. The same stuff you clean with 
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The interactive electronic entertain¬ 
ment industry utilizes a voluntary 
rating system developed by an in¬ 
dependent organization—the Enter¬ 
tainment Software Rating Board 
(ESRB)—so consumers know 
what to expect before buying a 
video or PC game. The following is 
a quick key to the most common 
ratings; for a complete description, 
check out the ESRB’s website at 
www.esrb.org or call 800/771-3772 
for more information. 

everyone Titles rated Everyone (E) 
rJ have content suitable for 
^ **J persons ages six and 
esrb older. These titles will 
appeal to people of many ages 
and tastes. They may contain 
minimal violence, comic mischief, 
or crude language. 

teen Games rated Teen (T) 

□ are suitable for ages 13 
and up. These games 
esrb cou ld have violent con¬ 
tent, strong language, and/or 
suggestive themes. 

mature Games rated Mature (M) 
are appropriate for older 
gamers, generally 17 
SKE j and up. Mature-rated 
games may contain more intense 
depictions of violence, stronger 
language, and, on rare occasions, 
sexual themes. 

The Rating Pending 
(RP) icon may appear 
IhBH in early reviews of soon- 
esrb to-be-released products. 
Look for the actual ESRB rating 
icon on the game’s package, check 
the ESRB’s website, or call its toll- 
free phone number for updated 
rating information. 


MATURE C 

£3 


Maximize your video-gaming fun! Make the right purchasing choices by knowing 
exactly what kind of content is inside each game. 




As Cy Girls is based on action 
figures aimed at older collectors, 
it’s no surprise that the game is 
quite bloody and bursting with 
cartoon violence. The depictions 
of shooting and slashing aren’t 
overly gruesome, but the game 
certainly is not suitable for a 
younger audience. 


Chock full of blood, graphic 
violence, and minor profanity, 
Hunter: The Reckoning— 
Redeemer is definitely not for 
younger gamers. Some of the 
game’s monsters may be un¬ 
settling, and characters make 
sushi out of cherished child¬ 
hood friends like cute teddy 
bears and Santa Claus. 



Blood, guts, man-eating m 
sters, and all sorts of violence. 
Corpses lie in their own blood, 
and players shoot at hideous 
monsters while shouting, Tongue! I 
Tongue!” Still, this is no Silent 
Hill; the creepy stuff is limited to 
red textures on walls and floors, 
and the vaguely alien look of the 
monsters. 


Max Payne 

By Rockstar Games 

Max Payne is one of 
the only M-rated Game 
Boy Advance games, 
and it earns that rat¬ 
ing for the surprising 
amount of gun-related 
violence—blood splat¬ 
ters paint the walls 
when you shoot your 

IP 

i # * 

5 © E 


enemies. There are also some references to drugs 
woven into the dialogue, making the story strictly for 
older teens who can handle it. 



In Metal Gear Solid: The Twin 
Snakes, you play as the sole 
member of a Special-Forces 
team out to thwart a terrorist 
plot. The game includes splash¬ 
ing blood, gunplay, and hand- 
to-hand combat. The cinematic 
cut-scenes and spoken dia¬ 
logue can also get intense. 


Nightshade 

By Sega 


Nightshade is a very violent 
game with some very minor in¬ 
stances of sexual innuendo. An 
enemy’s death is usually accom¬ 
panied by a generous helping of 
stylized blood and gore, so stay 
away if you’re squeamish. 
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Metal Gear Solid: 
The Twin Snakes 


Metal Gear Solid: The Twin Snakes is a disap¬ 
pointing remake of the 1986 PlayStation version. 


© It’s almost impossible to evaluate Metal Gear Solid: The Twin 
Snakes without holding it up to the PlayStation original. It sounded 
great on paper: Remake one of the greatest games ever created with en¬ 
hanced graphics, new voices, and 
additional character abilities, and it 
can’t miss, right? Oh, yes, it can. 

The Director's Cut? 


With the success of the Resident 
Evil PlayStation remake on the 
GameCube, retooling MGS in a 
similar fashion probably seemed 
like a slam dunk—especially with 
Silicon Knights (of Eternal Darkness fame) playing a key role in the development. Starring Snake, a 
around, self-loathing, one-man army who must prevent a group of terrorists from launching a nuclear 
missile, MGS has a stealth-is-best emphasis that’s apparent in some of today’s most popular 
titles (Tom Clancy’s Splinter Cell, for instance). Coupled with the innovative play 
engine are riveting cinema cut-scenes that actually heighten the suspense of 
onscreen action and further immerse you in the plot. 

But in translating the game from the PlayStation to the GameCube, a lot 
gets lost. For MG vets, playing Twin Snakes isn’t a new gaming experi¬ 
ence, per se; rather, scenes and events slowly unfold, and the first 
thing that pops into one’s head is how much more enjoyable it 
was the first time, along with the frequent query, "Why did they 
change that?” You don’t notice what’s been added as much 
as what’s been taken away. 

The (Dis-)Union of the Snake 

The revisions are most noticeable in the cinema 
cut-scenes. The original sequences were tightly 
constructed and kept the plot on track; in Twin 
Snakes, they’re self-consciously riddled with 
fancy "bullet-time” slow motion and other gratu¬ 
itous, overdramatized effects (for instance, the 
wall portraits during the battle with Psycho 
Mantis are especially grating) that do little but 
draw attention to themselves. The gameplay 
has also undergone an overhaul—or in this 
case, a transplant—as the MGS2: Sons of Lib¬ 
erty abilities (dangle from railings, use weapons 
in first-person view) and weapons (like the M9) 
are available here; yet they aren’t necessary to 
pass MGS’s levels, which remain almost un¬ 
altered from the original designs. 

One big hook of Twin Snakes is the razor-sharp 
graphics, which are loaded with fine details. Here, tc 
though, Twin Snakes sabotages itself with a flagging 
frame rate and bouts of slowdown that occur 
much activity crowds the screen (that is to say, 

Twin’s corner are responsive controls that work 
the multifaceted interface and solid sound effects. 

Twin Snakes isn’t a bad game by any stretch, but as an 
opportunity to enhance an already awesome gaming experi¬ 
ence, it misses the mark. Those who have never played 
Metal Gear Solid may rate Twin Snakes higher, but for 
seasoned vets expecting an enhanced or even some¬ 
what new Metal Gear experience, Twin Snakes do not 
equal a better game— Major Mike 
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lames Bond 007: Everything or Nothing 








No tired shaken-not-stirred quips—honest. 
Just a darn good Bond game at long last, a 

I James Bond returns to the 
" small screen in his finest 
performance yet on this generation of consoles. 

007: Everything or Nothing’s high-octane action 
accurately captures the spirit of Bond with a 
snappy variety of hijinks and a roster of talent 
that packs in Hollywood stars like sardines. 

On Her Majesty's 
Secret Service 


PROTIP: The other key skill Is crouching 
or putting your back to a wall before en¬ 
gaging enemies. Don’t linger in the open 
or try to fight from an exposed position— 
It’s fatal. 


Everything or Nothing represents a sizable leap 
forward in EA’s line of 007 games. The star- 
studded cast would’ve been suitable for an ac¬ 
tual movie; instead, EON’S original tale deploys 
the likenesses and voices of Pierce Brosnan 
as Bond, Judi Dench as M, John Cleese as Q, 

Shannon Elizabeth and Heidi Klum as Bond 
girls, and Willem Dafoe as Nicolai Diavolo, a 
villain bent on a plot involving nanobots. The 
camera has been pulled back to a third-person 
perspective, which adds to the authentic Bond 
atmosphere and pervasively cinematic feel by 
putting his-famously dashing self on the screen. 

Also maintaining that Bond spirit, 007 tackles 
a crazy number of gameplay styles—he mans 
tank turrets, drives cars and motorcycles, flies 
helicopters, sneaks through shadows, and blazes 
away with all manner of weaponry. EA also dis¬ 
pensed with the cheesy dialogue and chintzy 
gadgets that made earlier games ring false. 007 
makes great use of awesome gizmos ranging 

from a spider drone to a belt-mounted rappel that lets him climb or descend at will. Solid multi¬ 
player support comes in the form of two-player cooperative missions and four-player arenas, while 
the PlayStation 2 version offers online co-op play. 

Innovative controls help you manage the switch to third-person...mostly. Targeting happens via a 
lock-on system, but sometimes it can be hard to light up the target you want. With practice, you learn 
that 007 must be facing an enemy to target him, regardless of where the camera is facing. Counter¬ 
balancing that is the effective cursor within the cursor—once you lock on, you can steer a small dot 
with the right stick to fine-tune your aim and go for head shots. The Spidey-like Bond sense, which 
activates when the game’s paused, helpfully highlights rappel points, selec¬ 
table objects, and more. Everything else performs smoothly, which is 
impressive given how many different tasks you undertake in this game. 

View to a Kill 

mindless shooter. If you don’t wisely use the new crouch and 
c-against-the-wall moves, you’ll be sliced to ribbons out in 
the open—fast. The enemy A.I. pulls its weight, using cover well and reacting to player tactics with reasonable 
intelligence. The lack of checkpoints or in-game saves, along with the sometimes-stingy supply of health and 
ammo, means that frustration can become a factor, though not to an agonizing extent. Surprisingly, this 
adds up to a game that feels aimed more toward hardcore gamers than you might expect. 

On the presentation side, EON delivers high quality and a big- 
budget feel. The differences between the PS2, Xbox, and Game- 
Cube versions are marginal at best, so it’s a matter of picking your 
favorite controller or perhaps the Xbox’s slightly better graphics. 

Across the board, the slick environments, cut-scenes, and character 
faces shine, although some of the animations are awkward, particularly 
when 007 runs. A great title song by Mya, strong voice acting, and boom¬ 
ing sound effects complete the package. 

Like the better Bond films, EON delivers exactly what you expect and 
hope for, and that’s a good thing. This action extravaganza definitely brings 
007 in out of the cold .—Air Hendrix 

Developed and published by EA Games *$49.99 * Available now * 
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Onimusha Blade Warriors 


PKOTIP: During multitiered battles, an opponent with a ranged weapc 


With Onimusha 3 looming on the hori¬ 
zon, Capcom’s keeping the fires burn¬ 
ing by going old school with a fight¬ 
ing game set in samurai-era Japan. 


PROW: The longer you hold □ for the 
Lightning Flash, the more powerful the 
attack is; however, a quick Flash is effec- 


Way of the Warriors 

Set in the Onimusha universe of demon-infested ancient 
Japan, Blade Warriors assembles an impressive stable of 
fighting talent. All key characters from the first two Onimushas 
are on hand with 14 of them selectable at the get-go. Capcom 
promises a dozen hidden characters from its other games, 
too, with Mega Man being maybe the most tantalizing. The 
warrior graphics are sharp: They look very sweet and fairly 
capture the visual style of the original games. 

In Story mode, you can play as villain or hero, depend¬ 
ing on what fighter you’d like to strengthen. Each one plays 
through five compact levels set in a scenario in keeping with his, her, or its Onimusha roots. 
The Story mode is a cool way to practice and build skills at the same time, even if it’s brief. 
(There’s also just enough of a taste of the action/adventure gameplay to keep Onimusha 
fans insidiously hungering for the next installment, too.) 

You’ll need to hone your skills, too, as the head-to-head contests are fairly 
vicious. The A.I. is bloodthirsty and gives no quarter; and the animation in 
this game is fast. Fighting gamers who have been out of practice should 
prepare for a healthy workout here. 

But if you have a four-player adapter, multiplayer battles are the way to go. 

Of course, multilevel swordfests are mad free-for-alls. Most levels consist of 
three playable tiers, and although you need to practice moving vertically, it's 
a kick and a half once you get it down. With Story mode, head-to-head 
combat, and multiplayer melees, it’s like getting three games in one. 


PROTIPi Master the Finisher (press x to 
jump and then simultaneously press 4* 
and □. This coup da grace helps push the 
odds in your favor by quickly destroying 


Onimusha Tactics 

The controls overall are tight with crisp response for the most part. Oppo¬ 
nents tend to swarm around you, and even in head-to-head mode, the A.I. 
is nimble and sneaky. Sometimes you’re hard pressed to spin quickly around 
or counterattack after you take a hit. 

There are plenty of weapon skills and magic 
attacks to master. Fighting-game fans should have 
a field day figuring out combos for the diverse 
range of martial artists. It’s going to take some 
serious play time to build up all the characters, 
too. Replay value is high if fighting games are 
your specialty. 


The Last Samurai? 

Topnotch fighting games are few and far between. 
Onimusha Blade Warriors would rank near the top of 
the class even in the genre’s hey days. If you have the 
Onimusha itch, check this out, and if you haven’t 
unsheathed a blade in while, maybe it’s time to test 
your skills .—Atomic Dawg 


@ A fighting game from Capcom comes as no surprise, 
but Onimusha Blade Warriors brings some interesting 
twists to the genre. In addition to the expected head-to-head 
battles, the game engine orchestrates melee-style four- 
character contests across multitiered environments. Also, you 
can build up the martial art skills of your chosen champion by 
playing through the Story mode, which your fortified fighter 
can use in regular matches. The gameplay is 2D, of course, 
but it unfurls a compelling march down the warrior’s path. 
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I LifeLine 


LifeLine can hear you talking, but it’s not 
clear whether or not it’s really listening. 


PB0T1P: The hand-looking squid things aren’t easy. With 
perfect timing, you can shoot their tongue as they attack 
you for a one-shot kill, or you can wait until they rear up 
and then shoot them in the eye. 


PROTIP: The plant creature in die 
isn’t very difficult to kill. Shoot its I 
them out of the way and then immet 
one of the “ 1 .. 


The concept is both interesting and irresistibly sci-fi: 
a survival/horror-type title in which you use voice- 
recognition technology to guide the main character through 
the game by barking orders and giving commands. LifeLine 
has a lot of merit as a technology demonstration, but as a 
game, it’s a bit like talking to a wall. 

"Tongue! Tongue! Dammit!" 

LifeLine’s premise is a really cool one: A disaster 
aboard a space station has trapped you in a 
monitor room where you can control only certain 

locks and computers, and communicate with one woman, a waitress named Rio, 
who found a headset that enables her to hear and speak to you. You’re the all- 
seeing eye, charged with telling her where to look, instructing her on which rooms 
to check, and guiding her through combat with little more than your voice. The 
whole thing works on a list of preset keywords: If you say, “Dodge and shoot,” 
she’ll dodge first and then shoot. If you say, “Check the bed, run,” she’ll turn and 
run toward the bed. 

In practice, this mechanic wobbles wildly between mind-blowingly cool and frustratingly 
inconsistent. You’ll waste health capsules repeatedly because Rio thought you said, “Re¬ 
cover” when you really said, “Living Room.” Combat is especially nerve-wracking because 
in the heat of battle, your pronunciation will tend to blur a bit, and Rio will reload when you tell 
her to flee, dodge when you tell her to shoot a monster in the mouth, and just run around seem¬ 
ingly at random when you tell her to heal herself. At other times, though, the game will sur¬ 
prise you with its intelligence. Say, “How do you feel about the Prime Minister,” and Rio will 
tell you all about her feelings on the subject. The system is as uneven as it is cool, and 
it’s hardly reliable enough to build a game upon. 

"Check the Bed...No, the Bed!" 

The voice system aside, LifeLine doesn’t offer a whole lot that other games don t. 

It’s not nearly as creepy as a good survival/horror game, and there isn’t enough to 
do in the game for it to compete with graphic adventures like Broken Sword. Life- 
Line is extremely slow paced with short bouts of frustrating combat among a bunch 
of cut-scenes. Graphically, the game is just about average; in a lot of areas, you’ll 
have a hard time knowing what you’re looking at (Is that a pipe? A pole? A stick?), 
and you have to be pretty precise when telling Rio what objects to check. Thank¬ 
fully, the game’s sound is pretty good with less-horrid-than-usual voice acting 
propping up this sound-dependent game. 

Sexy Pose 

Overall, LifeLine is a fantastic concept upon which 
an average game lies. Play it as a curiosity 
an example of innovative technical game de 
sign, and you'll enjoy yourself. If you’re ex¬ 
pecting the end of the survival/horror genre 
as we know it, however, you’re barking up 
the wrong tree— D-Pad Destroyer 
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Nightshade 


Hibana gives you a glimpse at the softer side of Shinobi. 


PROTIP: The general rule for boss fights is this: Con¬ 
centrate on avoiding damage until the boss’s minions 
(generally four “regular” enemies) show up... 


The Curse of Shinobi 

Nightshade puts you in control of a female ninja named Hibana, who is on a mission to recover the shards of 
the shattered soul-sucking blade Akujiki (the one that nearly killed poor Hotsuma in Shinobi). Despite the fact 
that there’s a new character taking the lead, the structure is pretty much the same as Shinobi’s. The unique- 
once-you-figured-it-out gameplay of Nightshade’s predecessor has been left entirely intact: Dashing is still 
important, and linking together attacks plays a huge part in battle as every successive enemy you kill in a row 
adds to your attack power (a key technique for some of the 
later levels). There are no puzzles to solve or shops to visit; 
fighting and finesse are the whole crux of the game. 

Kunoichi 

A number of things have been done to make the gameplay 
simpler for those who were instantly frustrated by Shinobi’s. 

The blade doesn't suck your life out if you don’t perform killer 
combo attacks. A handy little timer also shows you how much 
time is left before the combo chain “breaks” and you go back 

to square one. There aren’t nearly as many overly treacherous, evilly placed gaps; incorrectly per¬ 
forming a midair combo no longer means instant death and frustration. Even when you do die, you 
can retry indefinitely at more frequent intervals. By no means does this make Nightshade an “easy” 
PROTIP: To get behind a blacking enemy, press and hold game; it's still a challenge (some bosses, especially) and quite rewarding if you’re particularly 

R1 to lock on, then simultaneously press «- or -» and x. skilled at the combat system, but if you beat Shinobi, this will seem like a training mission. 

The graphics in Nightshade are stronger than those in Shinobi with 
more varied character and enemy designs, and levels that don’t rely so 
heavily on right angles and hallways. The enemies and structures still 
consist of rather simple polygons, but the game moves quickly enough 
that you’ll barely have time to take close stock of your surroundings. Well- 
crafted CG sequences, decent voice acting, and solid sound effects 
round out things nicely. 

The control scheme is sublimely genius, letting you perform midair 
attacks and dash around foes with poetic ease. The manual camera is 
still a bit too loose, though, and leaping and running against walls isn’t 
as reliable as you’d like it to be. 

A Woman's Touch 

Nightshade is a strong follow-up to a clever 
game that was a bit too nuanced for its 
own public profile’s sake. No, the hardcore 
Shinobi fans may never see their skills so 
rigorously tested again, but it’s still good 
to see a misunderstood idea given another 
chance to prove its worth .—Star Dingo 


2002’s Shinobi split the ninja-lovin’ world cleanly in twain: the haters who reviled it for being too hard and 
vj*P the lovers who attained sacred oneness with their PS2 controllers, proclaiming the gameplay a work of 
unique genius and professing that the others just didn’t “get” what developer Overworks was trying to do. Here, 
now, is Nightshade, her touch hoping to heal. 
















Cy Girls 

iflfek Mixing a Charlie’s 
'CP' Angles vibe with vir¬ 
tual hi-tech elements from 
anime hit Ghost in the 
Shell sounds like an inter¬ 
esting concoction. Unfortu¬ 
nately, Cy Girls mashes 
together every tired action 
formula you can imagine 

and does it badly at that. outwhatoeTyor * ° f 

Let's Backtrack! y0 “’ rerBnninsl0 ' 

It’s one thing for a game to make you jump through hoops, even the same 
hoops over and over again as long as it’s fun. The level designs in Cy 
Girls have you go through each of its missions in basically the Same 
way—you reach a point you can’t pass, backtrack to the thing you need 
to advance, explore the level a bit more, backtrack to advance, and end¬ 
lessly repeat. Later levels pile on the complexity by closely tying to¬ 
gether the “virtual world” to the 


real one and requiring even more backtracking. It’s not very creative, but other games have made it work to 
some degree; Cy Girls doesn’t make it work and fails to give you any compelling reason to continue playing. 

That’s not to say Cy Girls has nothing to offer because there are several features worth mentioning albeit 
with caveats. The graphics are quite good in spots, although repetitive backgrounds detract from the overall 
presentation. Effects like reflective surfaces and the look of character animations point to a respectable amount 
of attention to detail—Ice’s varied shooting tricks in particular are quite cool. The virtual world concept has 
potential and could hopefully be salvaged for another effort, but it seems only halfway executed here. 

The game tries a control scheme similar to that of a first-person shooter, but it takes a lot of getting used 
to and never manages to feel natural. A beginner’s mode that takes care of camera-angle n |i'»in 

management is offered, but it’s very clunky and often places the view in awkward positions. 

Cy Ya Later 

The story doesn’t need to be a masterpiece in an action game, and the voice acting can be cheesy 
if the game has that tongue-in-cheek feel. Cy Girls does get the wacky voice thing down and executes 
it well enough, but the story is so convoluted and boring that it just sucks out your motivation to find 
out what happens next. Further draining any enthusiasm you may have is the monotonous back¬ 
ground music. Each corridor and hallway feels that much more similar when listening to the same 
tune play on and on. 

You would have to be an insanely devoted fan of the action-figure line from which the characters 
originate and a fan of repetitive level exploration to gain any type of enjoyment from Cy Girls. It all 
seems like such a waste as there are ideas present that could have made a good game great, but in 
a bad game like this, they only manage to bump the score by a point— Tokyo Drifter 




Firefighter F.D. 18 


fire: As a creative impetus, human culture as we know it wouldn’t exist 
V3lr without it. As a force of destruction, it has no equal. Metallica said to fight fire with fire; Konami 
says fight it with an interminably long hose, a fire extinguisher, and a water cannon in its innovative 
Firefighter F.D. 18. As weep-prone custodian of the flame, Dean McGregor, you run afoul of a Kentucky- 
fried arsonist while braving raging traffic-tunnel blazes, elevator-shaft infernos, and high-rise holocausts 
to evacuate trapped civilians before they become human BBQ. A harrowing nail-biter, Firefighter’s 
claustrophobic thrills hinge upon treacherous levels that force you to creep carefully while clearing 
paths through smoldering deathtraps and avoiding combustible 
chemical tanks, live electrical wires, backdrafts, and flying 
wreckage as pillars drop around you, floors collapse, and billow¬ 
ing smoke obscures your vision. 

The game’s indulgence in anthropomorphic absurdity works for it as fire is not so much a force of nature but 
a cunning, demonic presence relentlessly obsessed with destroying in minutes what has taken man years to build, 
and it hurls you into near-biblical wars against gargantuan boss fires flanked by flame-covered kamikaze jackets 
and howling tornado creatures. Despite a contrived love story, limited camera control, and levels that tend to drag, 
Konami has provided a refreshing change of pace in this punishing man-versus-nature offering that it requires you 
ji| the tide of destruction and actually save lives for once .—Pong Situ ——-- 
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R-Type Final 

# Releasing a 2D side-scrolling 
shooter may seem like suicide 
in today’s 3D-happy, hi-res-heavy world, 
but R-Type wouldn’t be the game it is 
if it were anything but 2D. Fortunately, 
the classic Irem shooter play mechanics 
are fully intact, but this time, they’re 
matched to a dynamite polygonal graph¬ 
ics engine that takes advantage of the 
PS2’s processor power. 

Use the Force 
(No, Not That Force).... 

Along with Gradius, R-Type became one of the most faithful—and difficult—shooter 
series ever created. The premise is simple: You pilot a small ship through several PROTIP: Once you’ve acquit: 

stages, blast enemies, and collect power-ups to give your weapons a bigger bang. Iineti up in a rovl ' , 

R-Type features an item called Force, a small sphere that attaches to the front or back of your ship and can be 
used as a battering ram or launched and then drawn back toward you and reattached. Force accumulates dam¬ 
age, and it can unleash a screen-clearing bomb of some sort when it reaches its peak level. Despite the multiple 
functions, the simple and adjustable controls keep frustration to a minimum. 

The Last Starfighter? 

Final is a difficult game even with its multiple skill settings, and it relies on a gamer’s patience for trial-and-error 
and memorization as it does deft skill and trigger-finger firing. Unfortunately, one other “trademark” R-Type element 
is also present: slowdown that kicks in whenever the special effects and onscreen activity get overly intense. 
Although the mechanics are 2D, the action has a 3D feel that’s due mostly to the constantly changing sharp poly¬ 
gonal surroundings and enemies that attack from every conceivable direction. Final packs awesome replay value 
with over 100 space cruisers that can be unlocked if you fulfill specific requirements during play. For fans of the 
genre who thought 2D shooters were phased out to extinction, R-Type Final is a sweet reminder that some types 
of tried-and-true gameplay never go out of style.—Mayor Mike 


MX Unleashed 



iflSi By combining im- 
'Blr pressive physics, 
slick controls, vast environ¬ 
ments, and fantastic anima¬ 
tions, developer Rainbow 
Studios (ATV Offroad Fury, 

Splashdown) has crafted a 
challenging and addictive 
motocross racer that suc¬ 
cessfully delivers a realistic 
riding experience without 
getting so caught up in 
many nuances that imme¬ 
diate fun is sacrificed. 

Featuring a slew of sprawling, outdoor motocross courses and treach¬ 
erous indoor supercross tracks rife with hairpin curves, jumps, and obstacles 
that you contend against, the main name of the game in MX Unleashed is 
to cross the finish line first, though you are encouraged to string together 
tricks when airborne to rack up points, which you can use to unlock new 
vehicles and tracks. Unleashed has some crunchy sound design, bursting 
with roaring engine effects, although the staple X-xtreme sports nu-metal 
soundtrack feels more like a hard thigh massage than a kick in the teeth. 
Smooth handling is complemented by solid physics, while the opponents 
boast A.I. that is much more balanced than Freekstyle’s rubber-band rivals. 
Challenging and addictive, motocross fans could do much worse than 
throwing down the nickel for this one .—Iron Monkey 


II 


■ Developed by Rainbow Studios 
s Published by THQ ■ $39.99 

■ Available now ■Racing ■ 2 players 



Bomberman letters 



© For the uninitiated, Bomberman pits up to four players in an arena, 
where they try to dispose of each other with explosives. As the 
second Bomberman game for the GameCube, Jetters’ one-player game 
decent time-waster that involves plenty of exploration and frequent 
puzzle-solving through pyrotechnics. There’s a plot, too—some nonsense 
about a Dark Star hurtling toward Planet Bomber. No, Bomberman has 
always been about multiplayer mayhem with four people, and Jetters pro¬ 
vides enough creatively constructed arenas and options to keep vets and 
newbies alike enthralled for hours (anyone who’s played Bomberman can 
attest to the game's addictive qualities). Although the graphics are simple, 
they get the job done, 
and the only drawback 
is you can’t revert to 
the classic overhead 
“flat” view (there’s an 
isometric slant). The 
sound effects shine, 
too (when they aren’t 
interrupted by the juve¬ 
nile announcer), and 
the whimsical music 
strikes a “bombing” 


not have the multi¬ 
player diversity of a 
Mario Party, but for primitive addic¬ 
tion, it plays to form .—Major Mike 
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Too Many MMOs? 

The MMORPG world is filled with two types of games: EverQuest (and its 
clones) and a handful of unique titles that have dared to diverge from the 
norm. In general, the EQ clones have all found their own audiences over 
time, and the less derivative titles have been left to eke out niches from the 
fringes of the market of MMO gamers. No one would argue that Anarchy 
Online or Earth & Beyond—two of the more innovative MMOs in the biz— 
have found blockbuster sales, but they’re still going fairly well. One of the 
magical strengths of MMOs is that they all tend to find their own audience 
as if each title spontaneously generates a cloud of thousands of hardcore 
MMO fans on the day of its release. 

This month’s PC section is almost entirely dominated by MMORPGs 
with the impressive City of Heroes leading the way and Middle-Earth On¬ 
line and The Matrix Online rounding it all out. These bring the MMORPG 


total to (let’s see...quick math here) a lot , and people are starting to won¬ 
der if the target audience is going to get stretched too thin. With EverQuest, 
Dark Age of Camelot, Ultima Online, and Star Wars Galaxies out there 
keeping strangleholds on their respective players, can games that are more 
or less similar to those actually succeed? Few fans of the genre play more 
than one such game simply because of the time investment required, and 
most tend to stick with the MMO games they played first. If you spent two 
years building a Level 65 character with uber loot, would you drop him to _j 
start over on a new game? 

Time will tell. This genre has gotten much larger than many people 
thought it could, so there’s no telling how much bigger it could get. 

— D-Pad Destroyer 



City of Heroes 

© Innovation in MMORPGs appears to move 
slowly with each generation improving only 
marginally on the previous games. City of Heroes, 
however, seems to represent a major leap for¬ 
ward in both technology and design. 

In City of Heroes, Paragon City is recovering 
from a major disaster in which it lost most of its 
major superhero protectors. As a new hero, 
you and others take it upon yourselves to help 
rebuild the city. Along the way, you’ll meet tons 
of other players and team up with 
them against the evil that threatens 
Paragon City. 

Being a superhero game, City of 
Heroes has to do some things differ¬ 
ently from the way other MMORPGs 
do them. For one, you can’t have 
superheroes without the power of 
flight, and so City of Heroes has a 
slick flight system that enables you 
to soar to the tops of the city’s buildings 
and hover above battles. Of course, some 
bad guys can fly, too, so you’ll find yourself 
in mid-air combat or aerial high-speed 
chases from time to time. Other iconic 
powers, such as super speed, gadgets, 
invulnerability, and more, are all avail¬ 
able to heroes as they gain power. 

City of Heroes also does away with the 
typical “stats and skills” system other 
games use, instead opting for sim¬ 
plicity by basing your effectiveness 
entirely on your character’s pow¬ 
ers and abilities. 

Of course, part of any 
superhero tale is the cos¬ 
tume, the brightly colored 
outfit that announces a hero’s presence 
and identity. When you make your char¬ 
acter, you’ll choose from a staggering 
amount of outfit options. Considering that 
each server will likely host roughly 3000 players, you 
can bet that your hero will look unique and recognizable. 

In a market of EverQuest clones, City of Heroes ought to 
turn heads by being different; but if the early version is any 
indication, it will get fans by being good —Dunjin Master 
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Soldner: Secret Wars 


© Soldner hopes to attract shooter buffs 
whose current genre favorite is open- 
battlefield warfare where controlling a vehicle is 
just as fun as shooting someone point-blank. 

Taking a page from EA’s popular Battlefield 
series and seriously competing with Novalogic’s 
Joint Operations (due out at around the same 
time), Soldner’s military might could bring shock- 
and-awe into tactical gameplay both on- and 
offline. Besides the usual selection of realistic 
weaponry, you can control with ease over 50 of 
the latest deadly and authentic ground and air 
vehicles, including an Abrams tank, a Comanche 

Although still very much in the early stages, a playable version of Soldner already 
offered a vast selection of impressive options in the warzone. Highly accessible databases 
at your home camp enabled you to select the type of weapon, equipment, and vehicle with ^ 
simplicity. Controlling most of the vehicles was straightforward, requiring little or no practice, 
though the helicopters still needed a lot of aerial adjustments. The graphics, too, lacked the detail that’s expected 
with this type of game, but with a promise of fully 
destructible environments, the landscape would 
truly bring new strategy to the playing field. Up to 
32 people can play at one time online, and tons of 
character and team customizations will be avail¬ 
able for that touch of individual pride as you pull 
the trigger.— Four-Eyed Dragon 






The Sims 2 


If there was ever one sequel that every- 
one expected, it’s The Sims 2. With The 
Sims expansion machine finally slowing down 
(now that the final expansion, Makin’ Magic, has 
shipped), The Sims 2 is your next best chance 
to control the lives of hapless virtual individuals. 

This time, you’re in control of not just a single 
person or family but their entire line of descen¬ 
dants as well. Your Sims will pass their genetic 
code along as they reproduce so that their chil¬ 
dren will be true genetic mixtures of their parents. As these children, you’ll 
be able to play through generations of your Sims' families. Guiding your 
Sims through major life events, like 
marriage, birth of a child, etc., will be 
a huge focus of the game, and how 
you handle each event will influence 
the way your Sims grow and develop. 

Of course, you can’t have The 
Sims without social interactions, and 
the sequel will feature many more 
possible social moves for you to use 
as well as additional hair and clothing 
options. The sequel features Sims 
that are much more intelligent and 
aware, and new animations enable 
them to more clearly show their moods 
and reactions.— D-Pad Destroyer 












The Movies 

© If you've ever wanted to make movies or even just 
control the lives of those annoyingly spoiled Holly¬ 
wood actor-types, then The Movies might be the game of 
choice for you. Developed by Peter Molyneux's Lionhead 
Studios, The Movies focuses on three main situations: de¬ 
veloping your studio, nurturing your relationship with your 
studio’s actors, and creating your own mini-movies. 

Covering the time from 1900 to 2010, The Movies casts 
you as a director for a major Hollywood studio. You build 
your studio, hire actors, and decide how you want to handle 
said actors. As you progress through time, you research new advances, such as “talkies’’ or color films, and con¬ 
trol the types of films your company produces. When you make a film, you actually create a mini-movie that you 
can export and trade online, complete with your own soundtrack and subtitles. The Movies will enable you to 
choose how involved you want to be; you’ll be able to micromanage every little thing or let the game handle all 
the gritty stuff so you can concentrate on making art. 

Molyneux pretty much helped create the sim genre, so that alone ought to raise 
confidence in The Movies. Budding PC filmmakers would do well to keep an eye on 
this one.— D-Pad Destroyer 






Sacred 


© Action/RPGs are becoming all the rage on 
consoles, but no one needs to be reminded 
that they pretty much started on the PC with Diablo. 
Now, Encore has grabbed the rights to publish 
Sacred, an action/RPG by U.K. developer Ascaron 
Entertainment, and it’s setting out new rules for 
the genre on the PC. 

First off, Sacred features playable characters n< 
Gladiator, Ranger, Assassin, and Battlemage art 


sver before seen on the PC. While the 
i cool, the Vampiress and Seraphim 
really take the cake. The former is a 
female warrior by day who becomes a 
vampire by night, complete with the 
ability to convert fallen enemies into 
vampire slaves, while the latter is an 
angelic character with powerful light-based abilities. 

When you begin playing Sacred, over three- 
fourths of the world will be open to you for ex¬ 
ploration; there’s no enforced “Act” structure 
like there is in most of these games. You can 
follow the story line and its 30 main missions, 
or you can go exploring and complete over 
200 side-quests throughout the world. A multi¬ 
player mode further 
extends gameplay 
with a 16-player on¬ 
line Capture-the-Flag 
mode, a four-player 

cooperative Story mode, and more plannei 
the game nears release .—Dunjin Master 












Dead or Alive Ultimate is your link to 


the future of fighting games. 


available only fora limited time. 


Newinte 


'-before-seen costumes, and new movies. 


Play the original Sega Saturn version of Dead or Alive© released for the 


North American 


www.doaultimate. 







Middle-Earth Online 


© If you look at the current crop of 
MMORPGs out there, you’ll see the 
influence of J.R.R. Tolkien everywhere. De¬ 
veloper Turbine (creators of Asheron’s Call) 
and publisher Vivendi Universal Games 
figured it was about time someone actually 
created an online Middle-Earth and stopped 
fooling around with thinly veiled homages 
to the ultimate fantasy tale. 

If the idea of playing in Middle- 
Earth isn’t enough to pull you in, 
maybe knowing you can play as 
an elf, dwarf, human, or hobbit 
would. Being able to adventure 
in Moria, hang out with Elrond, 

and forge items and weapons as powerful and legendary as Stin 
or the Horn of Gondor ought to get online fantasy fans’ robes in 
a wrinkle. You’ll get to battle with ores, spiders, barrow wights, 
and the Nazgul as you and your friends fight back the tide of cor 
ruption in Middle-Earth. 


Middle-Earth Online will 
join a genre already burst¬ 
ing with Tolkien-esque fan¬ 
tasy, and it will be fighting for the attention of gamers who 
likely already have high-level characters in other games. It 
remains to be seen whether The Lord of the Rings license 
(based on the books not the movies) will be enough to 
gather an audience for Middle-Earth Online .—Dunlin Master 




The Matrix Online 


© There are actually two types of MMORPGs out these 
days: the Tolkien-inspired epic fantasy romp and 
The /Wafrfx-inspired epic sci-fi romp. The Matrix Online 
is, as you’d imagine, among the latter. 

Not just inspired by the films, The Matrix Online is actually 
being developed by the Wachowski brothers, along with first- 
person-shooter legend Monolith. You play as a mind that has 
recently been freed 


from the Matrix and 
join that all-powerful 

computer construct as it is at the end of The Matrix: Revo¬ 
lutions. The game will come complete with all the sunglasses, 
leather outfits, and insane fighting action you would expect 
from The Matrix, as well as a download-and-trade skill devel¬ 
opment mechanic that will have you learning how to fly a heli¬ 
copter in seconds. Need to fight? 

Bam! Now you know kung fu! 

On top of The Matrix coolness, 
you’ll also find plotlines that continue 
the story beyond the third movie; meet 
characters like the Oracle and, possibly, Neo; and 
eventually have the chance to take command of 
your own hovercraft crew. Monthly updates will 
bring new cinematics, plotlines, and missions. 

With any luck at all, The Matrix Online will wash 
out any aftertaste from the horrible Enter the 
Matrix. It’s a no-brainer of a concept that, with 
proper execution, could blast the other sci-fi 
MMORPGs out of the water.— D-Pad Destroyer 
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Yu-Gi-Oh! World Championshi 
Tournament 2004 

@ Konami’s super-cute card battlers are poised for an all-out invasion of our shores with rs 

leases on the Xbox, PC, and, of course, Game Boy Advance. Yu-Gi-Oh! World Championship 
Tournament 2004, the second installment 
in the World Tournament series, stars fan 
favorite Yugi and is specifically designed 
for head-to-head ancient Egyptian card 
combat. Tournament 2004 draws upon the 
most recent rules established by the trad¬ 
ing card game, enabling players to use 
techniques honed in countless cafeterias 
around the globe in intense shape-shifting 
digital arenas against other power-hungry 
card battlers for bragging rights and the 
coveted Master Duelist title. 

With upwards of 1100 cards—over 100 of 
which are brand new to the series—at their dis¬ 
posal, players can build up to three separate 
decks, allowing for a pliable use of different 
strategies like combos, chains, counter traps, 
and fusions. Konami says the computer oppo¬ 
nents will be tougher thanks to improved A.I., 
so don’t be afraid to squash your opponents 
into the dirt—they’d do it to you. And remember, 
kids: Fight hard, fight fair, and before you start 
a duel, be sure to always greet your opponent 
with a firm, friendly handshake .—Pong Sifu 







Sabrewulf 


® Oh, come on, not another game about the legendary 
rivalry between a British safari guy and an immortal, 
lupine kleptomaniac. Sabrewulf is an update of one of Rare’s 
earliest games; it’s been in development since long before they 
made the leap to Microsoft—and now it’s finally coming to the 
states in May thanks to THQ. We had a chance to play around 
with a preview build and found a charming little game with a 
Donkey Kong Country sort of look and a uniquely Rare feel. 

The gameplay is 


pretty strange: You wander about an overhead map, search¬ 
ing for various wolf lairs (holes in the ground) where the 
Sabrewulf sleeps 
with his stolen good¬ 
ies—art, treasures, 
even hapless may¬ 
ors. Once inside, the 
gameplay switches 
to a side-scrolling perspective as 
you try to make your way to the 

- enc j 0 f a platform-jumping “course,” 

strategically placing animals you’ve collected to 
get past obstacles—a sleeping bear works as a 
trampoline, a flying dragon works as a floating 
platform, etc. Once you reach the end of a course, 
you reclaim the treasure (or person) and wake 
up the Sabrewulf, at which point you have to 

run as quickly as possible back to the beginning to safety. It’s a fairly novel 
concept with an undeniably quirky presentation—watch for it to dig a little cult 
lair of its own .—Star Dingo 

■ Hands-On ■ Developed by Rare ■ Published by THQ ■ Target release date: May 
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F-Zero: Falcon Densetsu 


® The latest pulse- 
P 1 


r pounding F-Zero 
installment has arrived for 
the GBA in Japan. Based 
on the F-Zero Japanese 
anime show, F-Zero: Fal¬ 
con Densetsu (Legend of 
Falcon) owes more to the 
GameCube’s F-Zero GX 
than the previous GBA 
game, F-Zero: Maximum 
Velocity.' Densetsu’s main 
deviance from Velocity 
is its inclusion of a Story 
mode, mimicking its anime 
genitor. Densetsu’s Story 
mode contains eight characters, whose fates 
are interwoven with the F-Zero Circuit. 

In addition to Story mode and an all-new Zero 
Test mode, Densetsu sports the usual Grand Prix, 

Time Trial, and Training modes. Grand Prix mode 
has some huge expansions featuring three modes 
of difficulty, four cups with four to eight races each, 
and 30 selectable machines—six of which are 
available by default and 24 of which are unlock- 
able. The new Zero Test mode pits you in several 
challenges where you’re piloting different vehicles 
and tackling corners; it features four classes with 
12 tests each. But the greatest allure of Densetsu lies in its 
Communication mode, which allows up to four players to link 
together in versus races with one cartridge or upload e-card 
data to unlock additional courses, racers, and materials. 

The classic control scheme remains the same but now 
includes a new ability to raise a split-second shield by pressing 
L or R and A; this adds an extra dimension to races as it can 
be used offensively or defensively. The one thing that Densetsu 
has going against it, really, is its console. Both the GBA’s and 
SP’s control layout fare poorly. While racing, you suffer a split- 
second delay when trying 
to press both shoulder 
buttons to activate your 
Nitro, and pressing L or 
R and A to activate your 
shield works only if you’re 
sliding into foes—it’s 

completely useless when trying to ram someone from behind. 

Despite this, F-Zero: Falcon Densetsu sports a 
vastly improved game engine, topnotch graphics 
and sound, and a near-infinite replay factor. Nin¬ 
tendo should be bringing it to U.S. shores some¬ 
time in the second quarter of this year .—Rice Burner 
■ Developed and published by Nintendo 
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Justice League Chronicles 

Ik Green Lantern and 
V speed-freak Flash 
pummel Eskimos while Bat¬ 
in and Hawkgirl beat up on 
super-chimp scooter jockeys 
and Superman and Wonder 
Woman pose down in front of 
le another in this handheld 
•ir crash of a game. On-the- 
fly character-swapping doesn’t 
make up for pathetically lim- 

move sets, abominable controls, and weak-sister excuses for super 
powers. The only thing that could have made this slapdash and sloppy 
game any weaker would have been to throw in Aquaman —Pong Sifu 




Activision Anthology 

© Most of the games in this 
anthology of Activision’s 
golden age are little more than 
bizarre curiosities, but the sheer 
fact that there are 55 of them 
(complete with some unreleased 
prototypes and “alternate” ver¬ 
sions of games involving *gasp* 
human blood) sure does make 
up for a lot. Some graphic muddi¬ 
ness due to the GBA screen aside, 
the video and sound emulation is 
right on. Most of the good ’uns (River Raid, Pitfall) still hold up surprisingly 
well, though Kaboom is totally unplayable without the paddle controller. 
And while you may never actually figure out what the hell is going on with 
Kabobber or the NASA-licensed Space Shuttle, you're bound to enjoy the 
minutes trying.— Star Dingo 
UhI ■ Developed and published by Aspyr 
|Ej >$29.99 ■ Available now 
* Retro >2 players 


James Bond 007: 
Everything or Nothing 

© Once again the fate of the 
world lies with Mr. Bond. 


Medal of Honor: Infiltrator 


Star Wars: Flight 
Of the Falcon 


Max Payne 


Mtok The miniature Max does 
Ifcr a few things remarkably 
well, the most notable being a 
fine translation of Bullet Time 
to an isometric view: Simply tap 
the shoulder button and fire a 
barrage of bullets in any direc¬ 
tion to take out the bad guys... 
fun, wow! The comic book-style 

rative panels and lots of (low-quality) voice acting, is pretty cool, too, crafting 
a nice little story to drive along the gameplay. Alas, the rest isn’t as inspired 
or well wrought; confusing level design, repetitive action, and the vile villain 
called slowdown eventually start to grate on the nerves. And Max Payne, 
for all his righteousness, doesn’t quite stand the test of time.— Star Dingo 


James Bond 007: Everything or 
Nothing is chock full of adventure 
and gameplay variety. As 007, you 
must track down and recover stolen 
nanotechnology from a rogue polit¬ 
ical faction. Gameplay revolves 
around third-person stealth and PROTiP: Stealth Kill whenever possible to 
shooting action with interspersed aesiimulate Style points for 0’s Lab, 
driving levels. Players can buy and upgrade equipment and weapons. 
The graphics and controls are average, but the soundtrack really brings 
out the exhilaration of the espionage action. With over 20 action-packed 
levels, Everything or Nothing outshines Splinter Cell and is one of the 
best handheld titles out.— Rice Burner 


© Infiltrator features a vari¬ 
ety of levels, including 
both first-person shooter and 
third-person action and stealth 
missions. Set during the United 
States’ entry into WWII, Infiltra¬ 
tor offers a surprising wealth of 
variety reminiscent of old-school 
games like Ikari Warriors. 

Infiltrator’s best attribute is 
its game design. While the first- 
person shooter levels are aver¬ 
age, the third-person levels are substantially well balanced. The A.I. is very 
intelligent, and power-ups are placed just right. With 15 levels and GBA 
multiplayer link-up capabilities, Infiltrator is a must for any GBA collection. 
—Rice Burner 


© From the same develop¬ 
ment outfit responsible for 
subjecting unsuspecting little lab 
monkeys to Army Men: Operation 
Green and LEGO Racers 2 comes 
this pseudo 3D shooter that looks 
good on paper yet flames out on 
almost every count. Twenty dragged- 
out missions force you to dodge Never tell me the odds! 
asteroids that materialize from nowhere, chase Boba Fett through pixilated 
Bespin towers, and fight never-ending waves of mite-sized Imperial creeps 
that are hard to target. It’s a neck-stabbingly frustrating bore, although 
flying the Falcon during Return of the Jedi missions means you are Lando. 
And who doesn’t love Lando?— Pong Sifu 
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EA SPORTS' PURE SWING SYSTEM 

It’s called the Pure Swing System. Analyze and adjust to different pitches, 
different pitchers, game situations and the elements. Say Hello to the 
most realistic baseball experience ever at mvpbaseball 2004 .com. 
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1 ESPN Major League 
I Baseball 2K4 


On the Diamond 

The GM Career mode is another big new feature in ESPN MLB this season. You take 
on the role of a GM, pursuing goals set by the owner throughout the season. Success 
earns you more cash in your private account, and failures are punished with fines— 
your goal over 30 seasons is to 
make enough money to become a 
team owner. Along the way, you'll 
handle trades, drafts, and other 
staffing decisions (including hiring 
coaches and scouts) while playing 
or simming your team’s games. 

When simming, you can progress 
out by out, and join the action to 
finish playing a game yourself. 

A new Confidence meter will 
players’ perform¬ 
ance and affect how 
well they play. Smack a home run, 
and the batter gets a boost while 
the pitcher plummets. Fortunately, 
mound visits now help you encour¬ 
age a sagging arm. 


In the Press Box 

On the control side, ESPN MLB at 
last discards cursors—but fans can 
still turn on the traditional World 
Series interface. The new batting 
controls require you to use the stick 
to aim low for a low pitch. When 
pitching, you pick your spot by feel, 
and the controller rumbles at the 
edge of the strike zone. An Effort 
meter determines how hard you 
hurl the one of 17 pitch types, and 
continual hard effort tires out your 
pitcher more quickly. When fielding 
and baserunning, you can now use 
a short turbo boost to hustle in key 
moments. In the preview version, 
the pitcher-batter dynamic was ex¬ 
citing, and the new controls handled 
great. With such a strong showing 
this season, ESPN MLB should by vying neck 
and neck for the lead with fellow front-runner 
MVP Baseball —Air Hendrix 


| Although the venerable 
f World Series name is 
fading into the sunset, ESPN Major 
League Baseball 2K4 continues its 
tradition of excellence in fine form 
with a roster of topnotch upgrades 
and refinements. Details remained 
under wraps, but ESPN MLB mir¬ 
rors its football counterpart by offer- 
ing a first-person gameplay mode that encompasses batting, pitching, 
fielding, and baserunning. Online play will also be available on both the 
PlayStation 2 and Xbox versions, but only the PS2 version also offers 
online leagues. 


All screens: 


i Xbox version. 
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Fight Night 2004 

In the March issue, we dished out the skinny on EA Sports’ up- 
'CbP coming Fight Night 2004, a Knockout Kings reconceptualization 
predicated on the theory that video games have untapped potential to 
deliver a much more realistic boxing experience. Having had some hands- 
on time with the latest PlayStation 2 build of Fight Night, we can honestly 
say that it is shaping up to be one of the best boxing sims put to polygon. 

"There Are More Pleasant Things 
To Do Than Beat Up People." 

Showcasing a completely rebuilt engine, Fight Night’s controls couldn’t 
feel more natural. While pushing the left analog stick makes you move, 

K doing so while holding down the LI button en¬ 
ables you to fully control your upper body to 
lean into your opponent or bob, weave, and 
duck out of the way of incoming punches. This 
degree of upper-body movement provides op¬ 
portunities for counterattacks that deliver more 

damage. What really distinguishes Fic. 

from preceding boxing games is the Tc 
Control, which forgoes repetitive buttor 
in favor of a nuanced analog-comman< 
system. The direction and power 
of thrown punches correlate di¬ 
rectly to the direction and force 
with which you move the right ana¬ 
log stick. For example, move it a 
clockwise quarter-circle from the 
left, and you’ll toss a left hook. Tap it 
lightly to the left and then go in 
a counterclockwise half-circle from 
the bottom, and you'll fake a left 
before following through with a 
right uppercut. Though the learning 
curve is steep, with practice you’ll 
find Fight Night’s control scheme 
one of the most intuitive and fun 


"A Fighter Takes a 
Punch, Hits Back 
With Three Punches." 

So sure, the game mechanics 
sound great, but how about the 
game’s graphics and other fea¬ 
tures? Well, Fight Night’s boxer 
models are fantastically rendered 
and animated, while a solid new 
physics engine provides tons of 
unique hit reactions and knock¬ 
downs-. A robust Career mode 
takes you up the ranks, starting 
you off in small gyms and culmi¬ 
nating.in sold-out arena battles as 
you rise in fame, while the create- 
a-boxer feature is probably the 
deepest ever designed. Despite 
the name change, the kings are 
all here: Muhammad Ali, Roy 
Jones Jr., Lennox Lewis, Sonny 
Liston, Shane Moseley, and Sugar 
Ray Robinson. Three words: This. 
Could. Rule .—Pong Sifu 










Maybe the last level 


Perhaps there's a higher one featuring snowcapped peaks, pine forests, and infinitely 
better graphics. On an Outward Bound wilderness adventure, you’ll meet challenges 
both physical and mental, and return with a deeper knowledge of yourself and the world 
in which we live..To learn more, call 1-888-88 BOUND or visit www.outwardbound.org. 
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& MLB 2005 


MLB 2005’$ off-season efforts to beef up its game 
(by retooling controls and adding depth to its fea¬ 
ture set) look like 
they're ready to 
bear fruit. Hitting, 
for example, which 
has always been 
challenge, i; 


easier for rookies with the new Zone Control mode that 
reduces batting accuracy to timing a simple button press. 

Veteran mode and All-Star mode still offer MLB’s signature Total Control 
felt on-target even in early form. 

In the field, being able to throw to 


a cut-off man is a welcome addition. 

MLB also shows impressively re¬ 
fined throwing animations if you hit 
the throw button at the proper time. 

Franchise mode is also putting 
some major muscle onto last year’s 
bare-bones offering. Although all the 
modes weren’t quite ready for prime time in the early build, you'll be able 
to control all aspects of your baseball operation right down to the price of 
hot dogs. In addition to vendors, you can invest in such key components 
as scouting, coaching, training facilities, and marketing. Be as exorbitant 
as the Yankees or as cheap...er, cost-conscious as the Brewers. If you 
crave the chance to take more direct action to help your team, you can 
use the EyeToy to wrap your face around a superstar in the create-a-player 
mode. Hope springs eternal for all baseball fans in the preseason, but 
here’s hoping that MLB 2005 gets it all together this year .—Brother Buzz 

* Hands-On « Developed by 989 Sports ■ Published by Sony 

* Target release date: Spring 2004 





World Tour Soccer 2005 


Sorry, baseball fans—soccer is by 
'ClF far the world’s most popular sport. 
World Tour Soccer 2005 seeks to drive 
that point home with an amazing display 
of details. This year, the game features 
900 international and league teams from 
around the globe with 18,700 FlFPro- 
licensed players from 30 divisions and 
22 leagues. If you decide to play for any 
of the five continental Cups or the World 
Cup, you can tap into 68 leagues and 
32 divisions. If you’re still not satisfied, 
you can create your own team of all¬ 
stars and take on the world. 


realistic look with 300 players digitized for play. 

Oddly, unlike a lot of sports games, the 
knock on World Tour Soccer has been that the 
A.I. teams are too tough to play, so 989 geared 

down the artificial intelligence to liven up the game. Also, you can now target the height of your 
shots on goal on the fly in addition to the power of your kick. Soccer may not be America’s game, 
but this may be the year everyone decides to take a world tour for soccer— Brother Buzz 

■ First Look ■ Developed by 989 Sports ■ Published by Sony ■ Target release date: April 
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■Tales from Across the Ocean... 


Some bits of RPG news from the land of the rising sun, where 
so many RPGs were born: Square Enix is pushing back the 
U.S. PS2 release of Star Ocean: Til the End of Time until 
the summer. The reason? The company will instead release 
only the expanded Director’s Cut version of the game state¬ 
side. It was released in February in Japan and features new 
stuff like a new playable character and a Vs. mode that lets 
you take part in RPG battles as if they were Tekken bouts. 

Speaking of director’s cuts, Square Enix will be releasing 
a Final Fantasy X-2 “remix” for the PlayStation 2 in Japan 
entitled Final Fantasy X-2: International + Last Mission. 

New features in the game include a Pokemon-styled creature-creating system that lets 
you capture monsters in traps so you can train them to fight by your side. There’ 
also a Monster Arena where you can take on all the bad guys, a new boss named 
Emerald, and former friends/foes like Tidus, Auron, and Seymour. There’s no 
word yet on whether they’ll be performing big dance numbers, though, nor 
whether FFX-2: International + Last Mission is coming to America. 

Final Fantasy VII: Advent Children, the computer-animated film 
sequel that explains what happens after FFVII, will be coming to 
DVD in the U.S. in late 2004. 

Konami recently unveiled a U.S. PS2 production/reworking of Ys VI: 

The Ark of Napishtim, the most recent installment of the perennially classic 
Japanese PC RPG saga of Adol Christian. Ys Book I & II for the Turbographx 
CD is famous for being one of the first console RPGs to include full-motion 
anime. Look for Ys VI later in 2004 .—Star Dingo 





Final Fantasy XII 


k When it comes to Final Fan- 
f tasy games, Square Enix 
likes to let the cat out of 
the bag very, very slowly. 

pieces of the 
to be revealed are 
of the new characters 
that will be in your party: 
if inseparable, 

highly independent sky pirates who control the airship you’ll 
be using to travel around Ivalice. The first character is 
named Balflear, a skilled engineer and wine-loving, 
flirtatious “noble thief” who only steals from 
villains. The second is Fran, a Viera (that’s 
Ivalician for “bunny-eared humanoid”) 
martial artist who’s been trained to use 
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If political disputes were resolved by giant robot fights, 
we’d all be watching a lot more C-SPAN. Alas, that 
day has not yet come; but anyone itching for a synthenoid 
revolution need only turn to the shores of Japan, where 
laser-gun-wielding mechanical behemoths regularly rock 
the policies of state. 

Front Mission 4 is the latest in Square Enix's mech-centric 
strategy/RPG series, a prequel of sorts to the Front Mission 2 
for the original PlayStation. It stars two Wanzer (that’s Square 
HMMMMBHWWaMMMBBBB HMBqjl EniX-lSh for robot) pi- 
1 -~’’ —- SS'A ss lots named Elsa and 

" . Darrill, strangers caught 

* in the middle of a skir¬ 


mish that begins when SMBBHgnnnBHHHRKSS 

Elsa's military base in S 

Germany is attacked » tS\J; 

by a mysterious force. The plot jumps back and \ 

forth between their two tales as the conspiracy ^ 

and attacker(s?) are revealed. 

Every mech you control is highly 
customizable so you can best equip 
yourself to take advantage of your 
enemies' weaknesses. Though FM4 
, wfR is still centered on the series’ trade- 

• - mark use of ground tactics, terrain, m&xh .... &Vi rrO ' i rr >e 

and Smar * r ° b0t deS ' 9n ’ Sc l uare EniX 

ML is crafting a new battle system for ■BBmMMBMMMKMBBMMMBBI 
jpf Front Mission 4 that incorporates battle skills (special super-attacks that are unleashed 
a set of conditions) and strategic linking of Wanzers to concentrate their mechanical effc 



■ First Look ■ Developed by Square Enix . Published by Square Enix U.S.A. a Target release date: Summer 2004 





Suikoden IV 


@ Konami’s high-quality (but sadly niche-y) 
Suikoden series has always been known 
for three things: wonderful story lines of war in 
the time of fantasy, a pioneering system that lets | 
you build your own town, and a huuuuge cast of 
playable characters... 108, to be exact, called the 
Stars of Destiny. But are these Stars ever fated I 
to form anything more than a cult icon constellation? 
Konami recently unveiled s< 
structure behind Suikoden IV, the 
next installment in the series. The 
setting takes a note from The Wind 
Waker by placing you out to sea as 
you travel by boat to a series of is¬ 
lands. Gone is the Trinity Sight system from III—there’s only 
one playable character this time, an unfortunate nameless 
fellow who, early on, acquires the life-leeching Rune of Sin 
(one of the 27 Runes that are a recurring theme in the game). 

Konami’s taking a 
few steps to address 
the quibbles some folks 
had with the previous 
game. The graphics are 
being seriously over¬ 
hauled, hopefully stamping out the frame rate troubles that 
plagued Suikoden III. The battle system is being changed, too, 
moving away from Ill's convoluted “character pair" system and 
into more familiar RPG territory.— Star Dingo 
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Pokemon Colosseum 

© All good Pokemon boys and girls harbor a secret hope that some¬ 
day, maybe, there will be a real, wonderful Pokemon role-playing 
game on a console and not just on a handheld system. Pokemon Colos¬ 
seum doesn’t herald the arrival of that magical day...but at least things 
are heading in the right direction. 

Clash of the Plusles 

Pokemon Colosseum is essentially a battle-intensive extension of Pokemon 
Ruby and Sapphire. The crux of the game is a titular tournament mode in 
which you pit your Pokemon against each other in a series of battles against 
the CPU or human opponents—two to. four of them if you connect GBAs 
with Pokemon Ruby or Sapphire carts to the GameCube. It’s a strong 
mode with plenty of options for varying the battle types and lots of special 
goodies to unlock when you battle with your Level 100 (!) Pokemon. 

The “RPG” element, however, isn’t as compelling as the tournament 
part. In Story mode, there are some characters to talk to and chests to 
find, but no “overworld” with free-roaming monsters to capture. Instead, 
you nab Shadow Pokemon from 


other trainers and then use them 
in battle to “unlock their hearts” so 

they can be used in the Colosseum mode. The feeling of com¬ 
panionship is a little stunted as the Pokemon you catch all 
start at Level 30 or above; but what you’ll miss most is the 
sense of exploration and nonlinearity as you're basically rail¬ 
roaded through a long series of battles with other trainers. 

Grass Type 

The presentation isn’t entirely polished. The Pokemon graphics 
are insanely cute, but the battle animation “cheats” a bit by 
never showing two clashing Pokemon in the same 
frame together. Battles are slow with no option 
to skip attack animations or speed, up messages; 
eventually, the fighting begins to drag. The music 
seems a bit too low-tech and synthetic, and the 
Pokemon don’t make the sounds you’re probably used to. 

Colosseum will appeal mostly to really super hardcore Pokemon addicts who completed their 
GBA collection and spent time leveling them up, and are still looking for something to do with 
them. Most fair-weather Pokemon fans will find the Story mode not interesting enough and the 
Colosseum mode a little too hardcore. Maybe someday there will be a Pokemon RPG on par with 
Ruby, Sapphire, and all the handheld sagas that have come before. For now, however, the real 
Pokemon banner is still carried by the Game. Boy Advance— Star Dingo 


PROTIP; Before attempting to capture a Shadow Pokd- 
mon, put it to steep and try to get its health bar into the 
“yellow zone.” 
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Romance of the Three Kingdoms IX 

@ Romance of the Three Kingdoms continues to have a small, dedicated following, and with the ninth install¬ 
ment in the series, the fan base probably won’t get any bigger. Although it includes new features like ex¬ 
panded character training and a single map, its conventionality in all other areas fails to make the game stand out. 

The biggest change for the series is that the interface has been streamlined so that resource management 
sequences and war sequences all happen on a single map. This is a great improvement over previous games in 
the series, which typically switch between a map screen, a resource management screen, and a war screen. 

Thankfully, the stats have been simplified, so managing the economy doesn’t feel like you’re a tax accountant. 

The officer development mechanics have also been tweaked and refined, 
allowing you to train your officers to increase stats and add new abilities. 

While this is a dream come true for fans, the game gets rid of the option 
to marry and establish relationships, a disappointment especially for 
people who enjoyed Romance of the Three Kingdoms VIII. With each 
■ installment something good always seems to be gained and lost, preventing the series from really taking off. 
Even with the new features, the core gameplay remains the same—horde officers with high war ability, build 
up resources, and send out your elite officers to dominate the map. Romance of the Three Kingdoms IX offers 
enough newness to allure fans to buy it, but casual gamers will be wondering what the appeal is of a game 
with PlayStation-era graphics and gameplay —Funky Zealot - 
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Harvest Moon: A Wonderful Life 


© There’s a good reason why there aren’t a lot of manual-labor simulation games, such as The Sims Blue 
Collar or Coal Miner Tycoon, out there. Natsume makes a valiant and polished effort at highlighting the 
joys of the rustic life, but unfortunately, many won’t be able to associate planting and watering with fun. 

The Daily Grind 

Wake up 5 a.m. and water each crop with the pitcher. Water two more times during the day after the soil dries. 

Feed the cow with hay reaped from your field and then milk the cow. Push the cow outside the barn, wash it, 
push it back in, and milk it again before the end of the day. Repeat daily. If all this sounds tedious, it is: Raising 
good-quality produce means being disciplined and regimented in your lifestyle, and the long traveling distances 
between areas means there's not much time to waste. Thankfully, slacking off on your agrarian chores doesn't 
have quick and dire consequences, so you can be a little more carefree if your mission in life 
is not to produce the ultimate tomato. 

Good Roots, but the Soil's Dry 

The wonderful life isn’t a simple life—Harvest Moon is unbelievably deep and thick. You have 
to marry in the game, choosing from three different heroines and wooing them with gifts. Al¬ 
though the game offers only a couple of plants like tomatoes and potatoes to grow early on, 
you can later buy more exotic ones like bananas and even combine them to create hybrids. To 
top it off, you can use all of the produce to cook 
and create your own soups, salads, sweets, ap¬ 
petizers, and entrees. 

The beautiful visuals, including the seasonal 
and weather changes, delight the eye. However, 
the game’s uninspiring sound effects and music 
get old quick, and the controls can become un¬ 
wieldy, especially in farming. 

Although Harvest Moon: A Wonderful Life has a mind-boggling array of options, 
from the monotony of the daily chores. In setting out to create the ultimate farming 
Natsume has simulated the drudgery of farming in real life as well— Funky Zealot 


offers no relief 
game, it seems . 


Phantasy Star Online Episode III: 
C.A.R.D. Revolution 

© For almost two decades, the name Phantasy Star has been stamped onto some pretty decent 
RPGs; however, Sega’s latest episode in the PS saga has very little in common with its 
ancient predecessors. While remaining faithful to the style of its older online brethren, Phantasy 
Star Online Episode III strays from the pack in one key area: It’s a card game. 

Hit the Deck! 

PSOEIII’s take on card battling is surprisingly simple: Two teams of up to two players each square 
off against one another, throwing down cards in turn until one team is “dead.” However, the compli¬ 
cations arise from the two factions (either Hero or Dark) that players can switch between and the 
incredible number of cards available to each. While the Hero side (Hunters) works with weapons 
and defensive items to uphold the will of the government, the Dark side (Arkz) conjures hideous 
creatures to smash the status quo. Players take turns hacking away at each other with swords 
or monsters across a variable-sized play field comprised of a bunch of squares, which adds a little 
strategy to the carnage. . 

Not in the Cards 

Strategy is definitely the theme for PSOEIII. Outside of battles, players need to be aware of the composition of 
their deck and meticulously examine individual card interactions. Unfortunately, the focus on strategy has placed 
m the RPG elements firmly in the back seat, and the story feels out of place 
1 and intrudes rudely on the pleasure of card battling. PSOEIII’s attempt to 
infuse a decent card game with a rich plot only confuses matters. For ex¬ 
ample, every time your character is asked to accomplish a task, that task 
X is really just an excuse for another card battle. Add to this a needlessly 
: complicated interface system, and you’re on a bullet train to Frustration- 
■ 8 S | 1 vllle. Still, setting these issues aside, PSOEIII is an incredibly addictive 
^ card-battling game with mighty fine graphics and excellent sound and 

music—just don’t expect it to be about role-playing.— Strafe Maru 

sue truly bizarre ■ Developed by Sonic Team ■ Published by Sega 

0 examine them gE] ■ $49.99 ■ Available now ■ RPC/card battle ■ 4 players 

your deck. 
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Ihspired~by Akira Kurosawa’s masterpiece and created in collaboration with world 
renowned artists, Seven Samurai 20XX takes a timeless action tale far into the future. 
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MIMETEEM THIMSS EJOU 
MEEO TO HrJGLU ABOUT... 

METAL GEAR SOLID 


rilcTSL SEflH SOLIO: THE TLUIM SHSHES 
is loaded LuiTH toush bosses mu 
COOL HiDDEM rEATUHES. li THIS PrfS- 
STRATEiH SUIOE, UJE SHOLU zfOU li 

HOT SPOTS, sa majoa mine 


Basics 

1 HAMS7-TO-H3MD hech swap 
'■ rlSHTIMu m 

pumlH-hick comao 


After you grab an enemy, p 
rapidly to snap his neck. 


Even without weapons, Snake is 
lethal. Press B once to throw a jab 
punch; press B twice rapidly to 
throw a left jab followed by a. right 
cross; and press B three times rap¬ 
idly to throw a jab punch, a fight 
cross, and then a right kick for a 
three-hit combo. Snake can also 
punch enemies while holding cer¬ 
tain weapons, like the FA-MAS 
and the Socom. 


After you grab an enemy (like a 
guard), press any direction on the 
directional pad or analog stick to 
drag him. You can even use him as 
a shield. If you drag an enemy too 
long, noil squirm free of your grip. 
To subdue a guard while dragging 
him, tap A three times slowly. 

THMiij 


Get in close to an enemy and 
press A to grab him. You can then 
execute the Neck Snap, the Drag, 
or the Throw. If an enemy & facing 
you and alerted to your presence, 
press B once to punch him and 
then immediately press A to put 
him in a deadlock. 


ledge if he’s standing cl 
to the edge. 

HIDE 


Get close to an enemy anc 
down in any direction on the 
tionai pad or analog stick, ai 


L. E7IHT3 TACTICS 

lough When fighting terrorists, anything : 
' goes. Here are a few nasty but ef¬ 
fective tactics to help Snake slither 
■ through the game. 

lH iiCHPSOI 


Snake can hide inside of lockers, 

: but he-can also stash neutralized 
guards in them, too. Stand in front 
of a closed locker and then press Y 
to open the door. To hide in a locker, 
open the door and then press against 
. the back wall. To hide a body in a 
locker, drag it toward an open locker. 
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You can place C4 explosives on an 
enemy’s back: Equip the C4, closely 
get behind the enemy, and press A. 
to stick the explosive on his back. 
Press B any time to detonate the 
charge...just make sure you’re a 
safe distance away. 

quo ciaamoRs hill 


W 


! Snake can collect dog tags from 
various guards and bosses during 
the game. To collect a dog tag, 
sneak up behind an enemy, and 
when you get close to them, draw 
I your weapon. After they put their 
j hands in the air, move in front of 
: them with your weapon drawn. 
Aim at their head or crotch until 
they start to shake and their dog 
tag falls from their possession. 
Once that’s done, dispose of the 
guard and collect the dog tag. You 
can get a boss's dog tag by shak¬ 
ing their corpse. 

" 



You can knock over guards by 
pressing X as you’re running in 
any direction. 


m 

When you knock an enemy to the 
ground with a throw or combo, you 
can then place a Claymore mine at 
his feet to instantly kill,him. How¬ 
ever, if other guards are near the 
fallen guard, they’ll sound an alert. 

5TIM0ER SLAP 


sS® 1 

L - 


With its iock-on missiles, the Stinger 
missile launcher is an excellent 
weapon to use to take out guards 
at long distances. Make sure you 
have a clear shot; the missile 
moves in a direct line toward its 
target, and if it hits something 
close to you, you’ll take damage. 
You can also use Stinger missiles 
to destroy surveillance cameras 
and sentry guns. 
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LflSEi TRIP LIMES 


Building, and Snow Field. To use 
the transport system, get inside 
any of the vehicles, equip the box 
with the corresponding destination 
written omits side, and wait. Box 1 
takes you to the Heliport; Box 2 
takes you to the Nuke Building; 
and Box 3 takes you to Snow Field. 


firefight, switch to third-person 
it, and then quickly—but lightly— 


commuMOTtoM 

SREMHOOIIIM 


. .auinu paMcLS Some rooms have laser trip lines 

rnu H1UH3 rmicua that set off an Alarm if broken. You 

1 f ;J| can usually spot these detectors 
j IlHHfl with the presence of black vertical 

j H cation of trip lines, equip the Ther- 

| ^ ^ mal Goggles or Cigarettes. Some 

jlaHflHbfr' LflmERflS mu _ 

Some rooms have, pressure-sensitive >EMTRM CflMMDMS 
floor plates. If you stand on one of 1 [ 

these plates, you’ll fall to your death. '■■ 

You can run over these traps with¬ 
out falling, ihowever, and you can > ’ ”• 

spot them with the Thermal Gog¬ 
gles. You can use such traps to 

dispose of fallen guards—just drag <s 

a guard near the open trap and ' . Ijjji ^ 

an automatic “disposal sequence” . i ™ 

should begin. Cameras and sentry cannons can 

injure Snake or set off an Alarm. 
Although they can be temporarily 
deactivated with Chaff Grenades, 
you can permanently disable them 
by shooting them with a missile 
or firearm. . 


You can deprive various guards of 
communication with other guards. 
Simply Shoot out their walkie-lalkies 
and they can'i cal! for reinforce¬ 
ments if you're spotied. Guards 
keep walkie-talkies on their belt. 
The PSCl-T and M9 are the 
weapons of choice for disabling 
communicators. 


The Nikita is a unique weapon: 
Not only can you manually .steer 
missiles fired from it toward a tar¬ 
get. but from either the overhead 
or the first-person view, you can 
also watch the missile seeking its 
target. If you aren’t sure what’s 
lurking nearby, let a Nikita missile 
be your eyes. 


1 UJciriiS 
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You can: collect Claymore 


Although they seem like extraneous 
items, cardboard boxes are very ef¬ 
fective camouflage. When you hide 
inside a cardboard box, you can 
still move. Don’t move around while 
a.guard is watching, however; if 
you do, he’ll open fire. There are 
different boxes you can collect, 
but be careful which one you use. 
Pay attention to the label on each 
one. For example, hiding in a box 
.labeled “Snow Field” can fool a 
guard in the Blast Furnace (be-. 

’ Cause Snow Field is nearby), but it 
might not fool a guard if you use it 
in the Armory (because Snow Field 
is sij-far away). When hiding in a 
box, position yourself in a corner 
or against a wall—not on catwalks 


Mine Detector 


location, use the It 
Thermal Goggles. 


G. LUcHPON/ITciTl LOCATIONS 

There’s a lot of backtracking involved during Meta 
Snakes, and often it’s in order to collect a i 
list of important items you can acquire and 
Card to get them. You can find most of the 

Location 

.Cargo Dock. 

.Blast Furnace 

.Tank Hangar. 

.Nuke Building B1 . . 
.Snow Field ...... 

.Armory South 

.Armory . 

.Nuke Building B2 . 

.Cargo Dock. 

Mine Detector ..Tank Hangar .... 

Night Vision Goggles . .Nuke Building B2 . 

Nikita.Armory . 

PSG1..Armory . , .. 

.Nuke Building B1 . 

.Heliport. 

.Tank Hangar .... 
.Connecting Bridge 
.Tank Hangar . ... 


new weapon oi 
whether you’ll 
t key weapons 


i Armory. 


Security Card 


Weapon/Item 
AP Sensor .. 
Body Armor . 

Box 1. 

Box 2 . -- 

Box 3 .... . . 
Camera ..,. 
FA-MAS .... 
Gas Mask .. 


You can fire the Socom, M9, or the 
FA-MAS rifle while running. Equip 
either weapon, press and hold A, 
press any direction on the ■direc¬ 
tional pad Or analog stick, and 
press and hold X, Now you can 
run-n-gun. 

rel ami 




.Level 3 
.Level 5 


Socom Suppressc 
Stinger:....... 

Thermal Goggles 


cut through the base. There are 
three snow cats located in three 
different areas—Heliport, Nuke 


h the good guys must reload 
■ firearms. To reload in the middle 
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0 Metal Gear Solid: The Twin Snakes 


the sms 


SET asyi SEflrUMuS 

Although Metal Gear Solid has two : 
camera views—overhead and first- 
person—all directions in this guide 
are based on using the standard 
overhead view. In other words, when ■ 


When Ocelot stops at one of the 
posts on his side of the room, wait 
behind the opposite post. Let Oce- 
’ lot: fire, then blast him. Limit your 
Socom ‘bursts to one or two shots 
each time you fire so you don't 
waste ammo. If you run low on 


Right at the start, take the M9 from 
the lockers against the north wall at 
the Cargo Dock. 


flrlillOflH SOUTH 

". 

Go down the hall and place a C4 
charge against the east wall where 
the paint doesn't match. Enter the - 
revealed passage and place an¬ 
other charge against the north wall 
where the paint doesn't match. 



■ m 

' 

. 

L»JKsaHpa.' ! *' Hi ^ IsSLiBKsl 

When the battle starts, throw a 
Chaff Grenade and run to the steel 
column on tire northwest side of 
the canyon. Watch for mines as 
you move. Chaff Grenades tern- 
porarily disable the tank's cannon. 


After defeating Ocelot. Baker gives 
you the Level 2 Security Card and 
an Optical Disc. Exit the room and 
plant a C4 explosive against the 
east wait where the paint doesn’t 
match. Return here later in the 
game after you’ve obtained the 
Level 6 Security Card. 


9. coenu 


Before entering the hole you just 
created, load up on Socom ammo 
and Rations. ) 




WhenyouentertheArmory.be ! ’ j > j> 

careful of the three floor traps—if |f r * - * * 

you fall in one of these, it’s game 
over. Get the C4 from the top-middle $ 

room, then go to the northwest ' jp 

corner of the Armory. Look for areas ® * 

of the wall that are different-colored. The only weapon you should 
Plant a C4 charge on the discol- during the battle with Ocelot is 
ored section of the wall, retreat a Socom. Don’t even think of ui 
safe distance, and then detonate | any explosives; if you do vou’ 


during the battle with Ocelot is 


Equip the mine detector and look 
for the yellow cones on your radar. 
What are those shapes? Claymore 
mines (things that explode if you 
get too close); however, you can 
easily diffuse a mine by crawling 
over it, a tactic that also allows you 
to add the mine to your inventory 
for later use. You can also spot 
mines with the Thermal Goggles. 


e explosive. The blast reveals a off the C4 surrounding Baker am 
dden area. everyone in the room will dio. 



ner ot the Armory and in the south¬ 
west corner. There are two floor 
traps in the hidden southeast room. 
Return to the main room and go 


To beat Ocelot, stay on the east 
side of the room and move with him 
as he runs vertically. Although Oce¬ 
lot can’t shoot at you past Baker, 
he can ricochet bullets off the wall. 


Before you proceed, make sure you for disabling tf 
have plenty of Chaff and regular Security Card. 
Grenades. Collect all the mines and 
crawl toward the middle of Canyon. 


Use the steel column for cover, and 
when the tank’s turret faces away 
from you, run in close, throw a cou¬ 
ple of Grenades on top of the tank, 
and retreat (you can also take cover 
in the small trench in the middle of 
the Canyon area). Keep throwing ; 
Chaff Grenades to keep the main 
gun from firing. If you run out of 
Grenades, you can find a few more 
in a small cave just north of the pil¬ 
lar you’re using for cover (you. must 
crawl to get them). After two or more 
Grenades hit their mark, the tank's ■ 
gunner is thrown clear and another 
takes his place. 


Use the same tactics to defeat the 
second gunner. If things get des¬ 
perate, you can inflict damage on 
the gunner with firearms. Your prize 
for disabling the tank is the Level 3 : 
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CHBOflS mum 


with “PSG1 
Once insid 
Goggles, c 


begins, equip the Thermal Goggles 
and use a punch-kick combo on 
Mantis. As Mantis flies around the 
room, he summons objects to at¬ 
tack you. Crawl to avoid these 
flying objects, switch to first-person 
view, and hit Mantis with gunfire 
when he stands still. Also, shoot, 
the three portraits on the wall be- 


Thermal 


PSG1 


MUHe iUIL27IM5 If 


To defeat the Ninja during this 
phase, let him come to you. When 
he gets close, he’ll teleport to your 
side and throw a punch: so move 
out of the way when he teleports, 
and after he throws his punch, re¬ 
taliate with a punch-kick combo. 


along the east 


The Ninja is tough, but you can 
make short work of him with enough 
Chaff Grenades. Detonate a Gre¬ 
nade to stun him, then hit him with 
a three-hit punch-kick combo. 


When you reach Nuke Building 1F, 
stop in front o! the halt-raised door 
and equip the PSG1. Shoot the 
three guards in the room (because 
you're net actually in the room 
with the nuclear warheads, the 
no-weapons rule doesn't apply). 
Don't worry about the PSGI's poor 
controls just yet. 


Whenever Mantis says. “It’s use- 
I less!" or “I can read your mind,” 
plug the controller into a different 
GameCube port so he can’t “reac 


After the battle, talk to Dr. Emmerich 
(or “Otacon”) and get the Level 4 
Security Card and his Codec fre¬ 
quency. Before you leave the room, 
do a little target practice on the 
Yoshi and Mario figurines. 


summon 


After you deaf him several combos, 
the Ninja puts away his sword so 
you can tight like men—hand-to- 
hand. Don't equip a gun. though; 
if you:do, tie'll draw his sword and: 
swat your bullets like flies. When 
the Ninja gets close, he performs 
two cartwheel kicks; avoid this at¬ 
tack and then nail him with a punch- 


MUHc 8UIL0IM5 SI 


before. 


11 csmmmES 

Room 

psacHo maims 


get cornered, perfor 
roll to escape and. ini 


Nuke Building 


When Mantis starts to appear, throt 
a fireball, disappear, and then re¬ 
peat the pattern; the end is near. 
Equip the Thermal Goggles, dodge 
the incoming fireball, and then run 
over to Mantis and punch or shoot 
him. When he throws the suit of 
armor at you, lie down on the floor 
and keep firing until Mantis is de¬ 
feated. After the tight, plug the con 




UMOcROROUUO 

passase 

siirea moif 


When Meryl points her gun at you, 
dive her a punch-kick combo. See 
the distortion flying around her? 
Thafe Psycho Mantis. Hit Meryl until 
she's out cold, but don’t kill her; if 
Meryl dies, it’s game over. When 
the screen goes black, don’t worry; 
ifs part of the game, not a bug. 


After taking more damage, the Ninja 
engages in a deadly game of tag 
where he teleports around the room, 
materializing only to strike. Equip 
the Thermal Goggles, use punch- : 
kick combos to clock him, and keep 
moving. After taking enough hits, 
the Ninja malfunctions and roadies 
his final assault. ; - 


UM0ER5R0UKI0 

PiSSiic 


When you return to the Underground 
Passage, look for the red dot that 
starts tracking you and get moving. 
Alter Wol! fires, equip the Thermal 
GogSes and the PSG1, While, 
peering through the rifle scope, 
cycle through your item inventory 
for Diazepam and take one of this 
item (Diazepam temporarily stead¬ 
ies your aim). Re-equip the Ther¬ 
mal Goggles. 


en Psycho Mantis materializes 
d gives you an endless speech), 
ilug your GameCube Controller 
n the first port and plug it into 
second port. When the fight 


.find a sn 

Hangar, 


elevator 


rory (B2). Enter 
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The hardest part about defeating 
Sniper Wolf is getting her in your 
sights. Try to get Wolf in your 
scope as soon as possible. She ' 
likes to hide behind the vertical, 
steel beams, so look for her ther¬ 
mal outline. 


i 

! 


ll 


memcHL mom 





While the guard is gone. Otacon 
visits and gives you some items 
and the Level 6 Security Card. Be- : 
fore the guard returns, lie down 
on the ground and use the bottle 
of Ketchup. 'iSSf j ■ 


Open the two security doors along 
the east wall. Behind the south 
door is a Camera. To get it. crawl 
under the torn section of fence 
near the ground. 

ill cammuNiraTioii 

TDLUcfl floor 

H1M£7 V HELICOPTER 


If you’re hit while trying to spot Wolf, 
get up and move your position—it 
takes too long to reposition your 
scope in her direction when being 
shot. Once you’re in a new position 
and Wolf is in your sights, fire away 
and track her as she moves. After 
you defeat Sniper Wolf, head for 
the tower, climb the stairs, and col¬ 
lect the items. Go to the door in the 
northeast corner. 



Exit the cell and get your gear— 
it's next to Ocelot’s torture table. If 
you didn't surrender during any of 
Ocelot’s interrogation sessions, 
cycle through your item inventory 
until you find something labeled 
“Time Bomb” with a numberon it. 
Highlight this item: and press A to 
discard it. The room exit is by the 
surveillance camera in the north¬ 
east comer. Your ultimate destina¬ 
tion is the Underground Passage 
where you fought Sniper Wolf, but | 
make a quick detour first. 


The Stinger missile launcher is 
ilar to the PSG1 in that you can’t 
move while it’s equipped. Don’t use 
Chaff Grenades during this fight be¬ 
cause they disable the radar and 
you won’t be able to see the Hind’s 
location. Use the small tower on 
the roof for cover from the Hind’s 
machine-gun fire. 


#1 


iffmsfe 
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during these sequences, rapidly 
tap A; or, simultaneously press Start 
and A to surrender. After a few turns 
on Ocelot’s electric table, you’re 
placed in a holding cell. After a sec¬ 
ond session with Ocelot, the guard 
patrolling your cell gets sick and 
runs to the bathroom. 




When you're in the Armory, go 
through the door in the middle of 
the south wall. You're in South Ar¬ 
mory (the room were you fought 
Ocelot). Go through the hole in 
the: south waif and stand in front 
of the hole in the east wall. Throw 
a Chaff Grenade into the room and 
enter when it detonates. 


When the Hind flies overhead/equip 
the Stinger, lock on to the Hind, and 
fire. After hitting the Hind four or 
five times, it fires a missile. Use the 
structure for cover. The battle then 
turns into hide-and-seek: The Hind 
flies low around the building, rising 
only to fire. Use the radar to track 
it, and have the Stinger ready to 
greet it when it rises. 



.. , 

When the Hind fires a second mis¬ 
sile, stand in the northwest corner 


of the rooftop—you should be safe 
from the ensuing blast and take 
minimal damage. 


15. SMOLL) FIELD 

SNIPER LUOLF 



When you face off against Sniper . 
Wolf for the final time, retreat to the 
southeast corner of the field so you 
can use the high ledges for protec¬ 
tion. Face west and fire a Nikita 
missile. Guide it up the incline to 
the west (in front of the snow cat) 
and steer it to Sniper Wolf’s posi¬ 
tion. Also, make sure you have the 
Rations equipped as your second¬ 
ary item in case Wolf is able to get 
a clear shot on you. 



Wolf can’t shoot Nikita missiles in 
midair, so she’s defenseless. After 
the battle, shake Wolf’s body so 
her dog tag falls out. 

Go to the southeast corner of 
Snow Field and look to the east 
for some interesting speculation on 
what really happened to the Hind 
chopper you fought earlier. 

IB. miiErBiJSi 


VULCAN RAVEN 



Claymore mines, C4 explosives, 
and the Nikita are your best friends 
during battle with Vulcan Raven. 
Raven’s armed with a M61A1 20mm 
machine cannon that fires 4000 
rounds a minute. He also has ex¬ 
cellent range, so forget about tak¬ 
ing Raven head on (unless you 
have a death wish). Equip the Mine 
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Detector and the Ciaymoro mines, 
then place the nines in the middle 
of the four-way junctures. Raven’s 
vision is awesome—he can spot 
you across the room, so don't let 


Chaff Grenade, equip the Stinger, 
lock on to Rex’s radorne, and fire. 
Don’t worry about the missiles Rex 
lobs at you; just run away from 
them. Repeat this cycle until the 
second round. 


Liquid’s attacks get nastier as his . 
lifebar goes down. His deadliest 
attack is the headbutt charge. When 
Liquid crouches as if he: were about 
to snap a football and then charges, 
get out of his way. If he misses, : 
he’s briefly vulnerable to a punch- i 
kick combo. 


Turn the machine gun so it’s point- 
ting off the right side of the jeep. At 
the first checkpoint, shoot the two 
barrels in front of each gate. Once 
you're past this checkpoint, turn the 
machine gun so it's again pointing 
off the right side of the jeep. 


if you're out of Claymore mines, the 
Nikita is also effective; however, you 
must hit Raven with the missile just 
as he rounds a corner or from be¬ 
hind. If he spots the missile, he'll 
shoot if down. Raven moves slowly 
at first, but he increases his speed 
with each hit he takes. 


The second round against Rex is a 
little tougher. Stay close to and be¬ 
hind him, but be careful of Its: laser. 
When Rex stops moving, equip the 
Stinger, lock on to the cockpit, and 
fire. Patience and proximity are the 
keys. Don’t give Rex any distance: 
if you lot him get too far away from 
you. he can fire his machine gun 
and guided missiles. 


When the jeep stops at !he second 
checkpoint, quickly shoot two bar¬ 
rels from the machine gun so you 
can continue to the next area. 


After Liquid’s defeat, it’s time to 
leave! Before you make a hasty 
departure, run into the room with 
the wreckage from Metal Gear Rex 
arid grab the Rations; there's an¬ 
other Ration in the room where the 
scene begins, too. 


You can obtain items perched on 
top of the steel containers by lur¬ 
ing Raven near those containers, 
where his machine-gun fire should 
destroy the orate and bring the item 
to the ground. 


Now it’s time to fight Liquid hand-to- 
hand. and you must defeat him be- ; 
fore time expires, if you’re knocked 
i|rer the edge during: the fight, press 
;l to climb back up. Use hit-and-run 
tactics and press X in order to avoid 
fills retaliatory roundhouse kick. 


But it’s not over yet—Liquid’s in hot 
pursuit. Don’t try to pinpoint Liquid 
with the machine gun; instead, switch 
to first-person view and weave your 
machine-gun fire in front of him to 
ensure a hit. 


When you enter the garage, stay 
near the door and hold off the 
guards with hand-to-hand tactics 
until your partner gets the jeep 
started. 


Raven gives you file Level 7 Secu¬ 
rity Card. You can also find his dog 
tag where his body was before lie’s 
consumed by ravens. 


After a few hits, ho rams your jeep 
from behind. Keep weaving gunfire 
in front of him. When Liquid drives 
alongside you, keep weaving that 
gunfire. Eventually, you see day¬ 
light, and then...you’ll just have 
to finish Liquid yourself to see 
what happens. 


Throwing Liquid just wastes time, 
so stick to punching. You can also 
knock Liquid off balance by execut¬ 
ing a running roll. Keep an eye open 
for Liquid’s dog tag that falls from 
his person during the fight. 


Once the jeep is fired up, run over 
to it, grab the nearby Ration, and 
hop on. Man the machine gun, 
switch to first-person view, and 
shoot the barrels on the north wall 


The first round against Metal Gear 
Rex is easy to survive. Throw a 
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Submit your hottest Code Vault 
tips! Each month, the reader with 
the winning tip receives a product 
from Capcom, which features such 
high-quality games as Everblue 2 
for the PlayStation 2! Runners-up 
receive a GamePro T-shirt. 


Send tips to: 

GamePro magazine 
Code Vault 
P.O.Box 22210 
Oakland, CA 94623-2210 


or e-mail them to: 

codevault@gamepro.com 


Please include your name, address, andphone 
number so we can award you your prize. 
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Fill All Motives and Unlock All Socials 


Free Money, Unlock All Objects, and More 


During gameplay, press R2, LI, R1, L2, Left, C to enable these cheats. 
If done correctly, a gnome will appear. 


During gameplay, press R, L, Down, Black, Left to enable these cheats. 
If done correctly, a gnome will appear. 


Fill All Motives: Press L2, R1, Left, O, Up. 


Fill All Motives: Press R, Left, B, Down, White. 


Unlock All Socials: Press LI, R1, Down, x, L3, R3. 


Free Money: Press L, Black, Right, X, Left. 


Henry Lombardo—Tucson, AZ 


Unlock All Objects: Press Black, Up, Y, Down, R. 




God Mode and Hidden Credit Map 


Cod Mode: During gameplay, press Up, Up, Down, Down, Left, Right, 
Left, Right, B, A. If you entered the code correctly, a message will 
appear onscreen. 


Hidden Credit Map: At the main menu, press Left Thumbstick, Left 
Thumbstick, Right Thumbstick, Right Thumbstick, X, Y, B, A, B, A. 

If you entered the code correctly, a Hall of Fame screen will load. 


Unlock All Socials: Press L, R, A, Down, Black. 



NO ONE LIVES FOREVER (pf. 


Mission Select 


At the main menu, highlight “Load game" and then simultaneously press 
and hold L3, R3, and x. If you entered the code correctly, you'll auto¬ 
matically go to the Select Mission screen. 






















All Levels, Unlock Doors, and More 


At the main menu, select Options, and at the Options Menu, choose Cheats. Enter the following 
codes to unlock the corresponding cheats, and if done correctly, the cheat will be unlocked in the 
Cheat Menu. 

Big Hands: Press R, White, X, L, White, R, R, Y. 

Big Heads: Press L, Black, B, White, White, B, Black, L. 

Fill Ammo: Press Black, B, A, R, R, A, L, Black. 

Fill Health Bar: Press X, R, A, Y, Black, B, A, R. 

Cod Mode: Press Y, A, B, X, B, A, A, L. 

Infinite Ammo: Press A, L, L, Black, B, White, L, L. 

Invincible: Press X, X, X, R, A, L, L, Y. 

Play Any Level: Press Y, White, Black, L, A, R, R, Y. 

Topsy Turvy: Press Y, A, B, B, A, B, White, White. 

View Any Movie: Press A, Y, A, Y, Black, R, A, Y. 























SECRET WEAPONS OVER NORMANDY (T t 


Fat Heads, God Mode, and More 


STAR WARS JEDi KNIGHT: JEDI ACADEMY ( X 


At the title screen, enter the following codes to unlock these cheats. If you 
entered the code correctly, you’ll receive a message. 

All Instant Action Environments: Press Left, Right, Up, Down, Left, 
Right, L, R, L, R. 

Fat Heads: Press Right, Up, Left, Down, Right, Up, Left, Down, Right, 
L, R, L, R. 

Cod Mode: Press Up, Down, Left, Right, Left, Left, Right, Right, L, L, 
R, R, White, Black. 

Infinite Ammo: Press Up, Right, Down, Left, Up, Right, Down, Left, L, R. 
Master Code: Press Y, Y, Y, X, X, X, L, R, Black, Black, White, White. 


At the Main Menu, select 2P Play, then choose any mode and any team. 
At the stage select screen, press A and then simultaneously press and 
hold A and Y until the game begins. If done correctly, your team members 
will be covered with metal. 


While playing any audio CD using the Xbox, simultaneously press and 
hold Y and X, and the screen will switch to a light show you can control 
with your Xbox controller. 


At the main menu, select Password, and at the Enter a Password screen, 
press Right, L, Up, Down, B, Left, Left, Right, Left. If you entered the 
code correctly, all levels in all modes will be available. 


All Force Abilities, Level Skip, and More 


At the title screen, enter the following codes to unlock these cheats. If you 
entered the code correctly, you’ll receive a message. 

All Instant Action Environments: Press Up, Down, Left, Right, LI, 

R1, LI, R1 

Fat Heads: Press Right, Up, Left, Down, Right, Up, Left, Down, Right, 
LI, R1, LI, R1. 

Cod Mode: Press Up, Down, Left, Right, Left, Left, Right, Right, LI, 
LI, R1, R1, L2, R2. 


During gameplay, press and hold the Right Thumbstick. and then enter 
the following codes to unlock these cheats. Release the right thumbstick, 
and if you entered the code correctly, you’ll hear a confirming sound. 

All Force Abilities: Press Left, Down, Right, Up, Down, Down. 
Invincibility: Press Down, Up, Left, Right, Down, Up. 

Level Skip: Press Up, Up, Down, Down, Left, Right. 

Unlimited Force: Press Up, Down, Up, Left, Up, Right. 


Infinite Ammo: Press Up, Right, Down, Left, Up, Right, Down, Left, 
LI, R1. 


Infinite Ammo, Master Code, and More 
































NHL RIVALS 2004 


At the Main Menu, choose Options, and at the Options screen, select Unlocks. Highlight the cheat you 
want to unlock, press A, and then enter the corresponding code. If you entered the code correctly, 
you’ll receive a confirming message. 


Unlock All Courses and Skill Points 


Unlock All Courses: At the title screen, simultaneously press and hold L and R, and then simul¬ 
taneously press X and Y. If you entered the code correctly, the screen will flash and all courses will 
be available. 

Unlock All Skill Points: At tl 

safariTK (case-sensitive) a; 


menu, select My Player, and at the Enter Name screen, ei 
3. If done correctly, your Skill Points will be maxed out. 


Pause the game and then enter the following codes to unlock these cheats. If you entered the code 
correctly, you’ll hear a confirming sound. 

All FMVs: Press Left, Right, B, B, X, X, Left, Right. 

All Juju Power-Ups: Press Up, Right, Left, Down, Y, X, B, Down. 


All Plants, Give TOO Feathers, and More 


II Moonstones: Press Y, Y, B, B, X, X, Left, Right. 


All Plants: Press B, Y, X, Left, Up, Right, Down, Down. 
All Yorbels: Press Up, Y, Left, B, Right, X, Down, Up. 
Give 100 Feathers: Press B, Y, X, B, Y, X, B, Y. 


Maximum 

Gaming 



inteclink.com 
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All Weapons, Skip Level, and More 


|: During gameplay, enter the following codes to unlock the corresponding 
I cheats. If you entered the code correctly, the cheat will immediately take 
K effect. 

99 Conviction: Press Y, Y, Y, Y, Up, Down, Up, Down. 

All Bonus Material: Press X, B, X, B, Up, Up, Down, Down. 

All Special Weapons: Press B, A, B, A, B, A, Black, White. 

All Weapons: Press A, A, A, A, Up, Down, Up, Down. 

Earn All Edges: Press Y, Y, Up, Down, Up, Down. 

Edges Use No Conviction: Press L, L, A, A, Up, Down, Up, Down. 
God Mode: Press R, R, A, A, Up, Down, Up, Down. 

Heavy Melee Damage: Press X, X, Y, Y, Up, Down, Up, Down. 


At the title screen, enter the following codes to unlock these cheats. If you 
entered the code correctly, a confirming message will appear. 

Credits: Press A, n s O, A, A,|£j3||i, □, O, A, 

□, O, §| 


Infinite Ammo: Press X, X, X, X, Up, Up, Down, Down. 
Nightmare Difficulty: Press Black, Black, Up, Up, Down, Down. 
Restock Ammo: Press A, B, White, Black, B. 


Invincibility: Press A, □, □, Q,iS>, O, A, A, □, n, □, O, O, .O, O,™ 
Q, O, □, O, A, Q„CBO, O, A, O, □, O, O, O, A.' 

Secret Level: Press A, □, O, ufo^ieifDrofn, A.^D, 

A, A, offefSfB, O, O, □, A. 



Restore Health: Press B, B, White, White, White. 

Skip Level: Press Black, L, Black, L, Up, Down, Up, Down. 

Weapons Do Insane Damage: Press B, B, B, B, Up, Down, Up, Down. 


kiiiM'i;t.i;tit.«iiiHiiiiiMi»iii;i>'ITOM r (ft 

All Planes, Extra Tokens, and More 


Open Levels: At the main menu, press A, n. A, 

E A, mylJjp, A, A. If done correctly, “Cheat!” will appear onscreen. Start 
a new game, pause it, and at the pause menu, highlight “Cheat” and then 
press x to activate the Open Levels cheat. Resume the game, and if done 
correctly, all levels will be available. 


During gameplay, enter the following codes to unlock these cheats. If you 
entered the code correctly, you’ll hear a confirming sound. 

All Planes: Press Y, X, B, Y, Black. 

Big Time Guns: Press B, X, A, B, Black. 

Cash Money: Press A, Y, A, Y, Black. 

Extra Tokens: Press X, B, X, B, Black. 

God Mode: Press Y, A, X, B, Black. 

Super-Hard Difficulty: Press X, B, A, X, Black. 



























is Gallery: At the rr 

the code correctly, the Bonus Gallery will b 
the bonus galleries. 

Restore Life: During gamepiay, press LI, R2, L2, R1, Up, Up, Left, □, Right, O, Start. If you 

entered the code correctly, your life will replenish. 


DISNEY’S EXTREME SKATE ADVENTURE 


All Levels and Skaters 


ni ' MiMiiw m 


Bonus Gallery and Restore Life 


Control Camera During Combat: During combat, pause the game, men press up, —", 
Right, Left, Left, Left, Left, Up, Up, Up, Up. If you entered the code correctly, you’ll hear a confirm¬ 
ing sound. 

Higher Level Enemies: At the League Office menu, pause 
the game, then press Right, Right, Right, Up, Up, Left, 

Left, Left, Left, Right, Up, Up, Up, Up, 

Down. If you entered the code 
correctly, you'll hear a 
confirming sound. 


Control Camera During Combat and 











Level Passwords 


■HHH 

, and More 



SWAT: GLOBAL STRIKE TEAM 


All Campaign and Cooperative Missions, 
And Infinite Ammo 


Missile Sniper: Press □, Left, Right, L2, R2, Right, □, R2, R2, L2 
Left, Left. 


No Bullet Damage: Press Left, Right, Right, Left, □, 6, 0, □. 

One Hit Kills: Press O, Left, Right, Right, Left, O, L2, R2, ofgf^H 
Unlimited Bullets: Press!,©, □, o/h, ojO$C, Lefi 
□, SqimBm 


Unlimited Life: Press Left, Right, Right, Left, Left, Right, Right, Left, 
Left, Right, Right, Left, iz&g 

Unlimited Spy Cam: Press Left, Left, Right, Right, R2, R2, L2 L2 □ 

□,<3,p;* 1 T7| S'. 

Unlimited TOC: Press O, 0, OffllLeft, Right, Right, Left, L2, R2, L2 


vaiiipdign missions: At tne Select Mission screen in Campaign 
mode, press Up, LI, Down, R1, Left, LI, Right, R1, Up. If you entered 
the code correctly, all missions will be available. 

All Cooperative Missions: At the Select Mission screen in any of the 
Cooperative modes, press Up, LI, Down, R1, Left, LI, Right, R1, Up. 
If you entered the code correctly, all missions will be available. 

Infinite Ammo: Pause the game, select Options from the pause menu, 
and then press Left, Right, Up, Down, Up, Down, R2, L2. If you entered 
the code correctly, your ammo counter will replenish. 


Half Damage: Press O, Left, Left, Right, Right, 

Level Skip: Press L2, □, L2, O, L2, Left, L2, Right, L2, R2, R2, □ R2 
O, R2, Left, R2, Right, □. 

Missile Crossbow: Press Right, Right, Left, Left, L2, L2, R2, R2 O O 

!s,rk; | \ 
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EXCUISIVE ACTION REPLAY. CODES! 


The following codes require 


for the corresponding systems. 


KHKD-VJK&7ZQ2G 

CUSYW625-2GPP8 

Z367-N9VP-ENRBW 

lX32^K8V-5^94 _ 

B9H4-VTHU-A40QZ 

QYR2-F3X5-1FX43 

WDD&WAIHE1TJ5 

1233YFXa-7R&WU _ 

A7AW-FXXK)PftlB 

4.V.6<GPWrPVH3 

994D-49PK-ARNRK 

2V2G fj 8U5B15Q 

FBJ2GCXbEJ2Y3 

<G E63C HA FG4RT 

C4U6-BOEDB61ZH 

1233-YFX&7R6WU 

" ~A7A WFXXE0FCUB' ,_| 

A QHIGNYT-6A3QR- ; 
MP4J78DC-TGRE9'? 4. 
lWW WK QEMWBXjjj j 


FY43flN$GPRV)2 
GFWM-00 H4 Q3U9Y 
YWX2- 9QU3-9NXBW 
B D5A-7Z5GD9H 9T 
' 2R8Q-N5U5GHA9P 
3GC 84J 6W-XDW5X 
__ TG3A-7F7Y55Pffl&.:- " 
' H 2D7-7BDF-K 2E KC 
U!^-.Z.‘;M7a(39y 
FX38-DUE M39 AWB 

V2AK-F767 R 1OMB_ 

PV34-QIBCXS4ATG 


I ABUTZRAYJT88E 
g 3008 ^1 XDY- YQM6D" " 
gjgE44P71;75 -6X D6J'i ■" 


V 3FYV-9Z6GXM3AV Upkeep Penally Dirt/ijfilte 55EF-MXDK-1VCKB 



FJRH-5J3F-RAH9F 

CLU 8TMIj82-Z6 P W ■ , 

JJDH6 -KDJB -JZC74 , 
HQNZ9CWAR5ZG 
PXXH.EE0T-DG70W 
A5JC-TFY2-HYACD 
4BB2-6UH64RMDA 

Q0RBCRP6XEV04_ 

C7M 5TUUQBX V4S, I ' < . 
KFV G-21 J GB e Vy3 G9J , j 
W617-CV5Q-TY9T7 < 

JMR~X X5Z2HDU9KZ',a 
NJ6H4GVT-EI0YVY 
2UUE-0F1J-AQJQ7 _ 




G44Z-FM HGV9RFQ 

0CYYCN 0r-583EH 

3XPI-JAGX.WQD DM 

2V7R-0 2H4- WKE46 

UDH& NX8AJU575 

ANWZ-3NYY- NY M15 ' 

3PCE-F WVB-iT5G4 

93 /2-FCV7-2 JFE8 _ 

NAWiTKN 

t 73T7gEl39S, i ij)^CSgrr : 
TNPW GHEX-VCNKX 

®®=Z-A3QA-YCERP . 

_N QP8-1A59-QYHRX 

E1ZA OCYK-RXQW8" _ 

_ZVPF- 98HCG06G7 

J9P2-8JQ4-WCQYE . 
CUEZ-H9C9-WNQCW 


: :997 Z-Z36 A-K2PTB _ 
JA4U CFF7-EX4X8 * 
-RZU FD AKyZfcJGBM “ 
Z BDJ G-VEVZB5Q 8T f. 

• WJ&XWCAR49CR4 
_^WRjSFfWV6XAI8> _ 

1 feAN'E0ETJ4RMA 
i - ~GBRQZ4 K6 ZTT6F 
31, J6SZ9M CR X35GR 
i~'.^X7TgEX 4J4 JBMlC 
TT4V0U6R-6YAA4 
HI IFBBYYA8RYAF 
ITGlS> VEl Y3Y-VU2 5Y _ 
- VMZB4YGY-H3W5Y 
G4XGCHPA69P2N 
f. * .95W6BQN-JY1Z5 J j 
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007: EVERYTHING OR NOTHING 






































Hey y can you take a few minutes to answer some questions for us? 
| Please fill out the following survey and fax or mail it (or a copy) to GamePro 
by April 30, 2004. Or go to GamePro.com and enter online! You’ll be au- 
| tomatically entered to win a copy of Shining Soul II for the GBA. 


1 Name 

1 Address 


Age 

| Citv 


Of 

1 

I ZiD 

Phone ( 1 


I E-mail 



I April'04 




Please indicate whether you read and, if so, how useful you found each 
■ of the following sections from this issue of GamePro. Circle “AN” if you 
read the entire section, “Some” if you read part of the section, and “None” 
if you did not read the section. If you read any part of the section, please 
let us know how useful it was by circling “1” for “not at all useful” 
to “5” for “very useful.” Thanks! 

Cover..All / Some / None 1 2 3 4 5 

Table of Contents.All / Some / None 1j 2 3 4 5 

Editor’s Letter. .All / Some / None 1 2 3 4 5 

Head2Head.All / Some/None 1.2 3 4 5- 

Art Attack . ..All / Some / None 1 2 3 4 5 

Buyers Beware .AN / Some / None 1 2 3 4 5 

Cutting Edge . . . ..All / Some / None 1 2 3 4 5 

ProNews 

(GamePro Labs, Static, etc.). ,. All/Some/None 1 2 3 4 5 

Cover Feature (Doom 3).All / Some / None 1 2 3 4 5 

Special Feature (LamePro).... All / Some /None 1 2 3 4 5 

Sneak Previews..All / Some / None 1 2 3 4 5 

PlaySmart... ..All / Some / None 1 2 3 4 5 

ProReviews.All / Some / None 1 2 3 4 5 

PC GamePro.All / Some / None 1 2 3 4 5 

Games To Go...All / Some / None 1 2 3 4 5 

Sports Pages..All / Some / None 1 2 3 4 5 

Role-Player’s Realm.All/ Some / None 1 2 3 4 5 

ProStrategy (Metal Gear Solid: 

The Twin Snakes).All / Some / None 1 2 3 4 5 

Code Vault.All / Some / None 1 2 3 4 5 


re pages devoted to ProStrategies? 


io you plan to buy in the next 12 months? 


What game 
■ (Pick only o 

□ Game Boy Advance &ps Macintosh □ PlayStation 2 

□ Game Boy Advance SP ||||Nintendo 64 □ PS one 

□ Game Boy Color □ PC/Windows BXbox 


WmiComputer 
Gaming World 

□ Electronic 
Gaming Monthly 
(EGM) 

□ ESPN The 
Magazine 

□ Game Informer 

□ GamePro 


UGMR 

□ Maxim 

□ Nintendo Power 


O PSE2 
□ PSM 
: □ The Source 


□ Official PlayStation i^HSports Illustrated 
Magazine (OPM) gg Sftjff Gamer 

□ Official Xbox Mibps & Tricks 

Magazine ^ 

Z PC Gamer 


LI • Would you like to see expanded editorial coverage on the following: 

Anime .Yes .No 

Arcade games .Yes .No 

Audio systems for consoles .Yes .No 

Cell-phone games .Yes .No 

Comics and manga .Yes .No 

Consumer electronics (DVD, MP3, etc.).Yes .No 

DVD movies.Yes .No 

Game developers.Yes .No 

Game peripherals.Yes .No 

Handheld games .Yes .No 

Japanese games .Yes .No 

Online games.Yes .No 

PC games .Yes .No 


• Pick six games belot 
jSBo07: Everything or 
Nothing , 
SBcall of Duty 
HHDead or Alive 
Ultimate 

□ Dragon Ball Z: 
Budokai 3 
8§| Driver 3 


□ Grand Theft Auto V 
^HGran Jurismo 4 


hat you would like to see 

□ Half-Life 2 

Wmiti 2 

□ Harry Potter and the 
Prisoner of Azkaban 

□ Kingdom Hearts II 

□ Metroid Prime 2 

□ Ninja Gaiden 

□ Onimusha 3 

□ Pitfall Harry 

□ Resident Evil 4 

□ Rise to Honor 


on a GamePro cover: 
Z Spider-Man 2 

□ StarCraft: Ghost 
Z Syphon Filter: 

The Omega Strain 

□ Tom Clancy’s 
Splinter Cell: 
Pandora Tomorrow 

□ T ransformers 
Armada 

□ Yu-Gi-Oh! 


■ How did you get this copy of GameProT 
□ Subscribed □ Purchased at the newsstand □ Other_ 


Tell us what you THINK! 


■ With which systems do you play online games? 
□ PlayStation 2 □ Xbox |J1| □ None 















































Check out 

for the latest tips and 
strategies wherever 
GamePro is sold! 



/Tfrl/Tr/W, 55512th Street, Suite 1100, 

TI Oakland, CA 94607-4022 

Tel: 510/768-2700 • Fax: 510/768-2701 
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i This index is provided as an additional j 
I service. The publisher does not assume j 
liability for errors, omissions, or addi- i 
1 ‘ions due to last-minute changes or 
| other contingencies. 
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Gameloft. 5 1 



May 2004 on sale 
March 30,2004 


Midway Games 


Sammy Studios 


GraniTurismo, 


The Suffering PS2, Xbox 
Mafia FS2,Xbox\ 

Ninja Gaiden xhox 
* Samurai Warriors PS2 
Sonic Advance 3 gba 
MVP Baseball 2004 PS2, 


Xbox, GameCube 


NEW & TESTED 
GAME CODES!' 


AND MORE! 





























































BIGGEST EVER CODEilSTF 


mm 


W SOUTH 


UNLEASH THE POWER 
BEAT THE GAME! 


OV£R 30000 
nHEA T COPE 5 - 


WAX AMMO • MAX HEALTH • MAX SPEED • MAX POWER 

WANNAJ.QIN THE 


Ictlon Rdplay MAjjp is the only cheat system tha 
car)- senTfrgnmmpfast broadband code updates 
k direct to your fe* in seconds...free! Now you 
1 ca n kiss goodbye to manual code entry 
| forever. With a liquid-smooth user interface 
j that's light years ahead of similar products, 
/ super-fast game save downloads direct to 
* your memory card, disc auto-detect, clash-free 
Intelligent Codes and much more, MAH™ is the 
only cheat code system worth shelling out for. 



Animated Power Bar lets you 
tweak a game's difficulty level. 


Download new codes 
for the latest games in seconds. 


Watch DVD movies from ALL regions 
without ’green screens' 


i your PS2., Memory Card 


Are you an existing owner of Action Replay V2" ar 
cool new features of Action Replay MAX ”? Well i 
up to the Max. Visit www.gimmemax.com for details 















system ioi ^Xbox" includes 
Istmiuu youi Poweisaves” . XI 


internet connection required). You can even share your own game 
saves with the Xbox™ community. r -~ . £ L^T " 

• Access hundreds of gamebusting 

powersaves for all the greatest Xbox™ ! 

games including Soul Calibur II™ and ■»”*____ .“'S’' 

Enter the Matrix™. . D £gg£ ? f£--- 

• Includes bonus 8MB Memory Card to 

store loads more new powersaves or . . r7'*.~I 

simply use as a regular Memory Card! ^ 

• Simply plugs into your controller to 
give you total command of your games. 


► ► ► CHECKOUT ► ► ► WW.COQE -COM 

FOR THE LATEST CODES, SPECIAL OFFERS, AMD MUCH MUCH MORE! 










Mmzrjm 


Command the noble universe of 
Onimusha in this hardcore 3-D action 
fighting game. Select your Warrior 
from 24 characters from the world of 
Onimusha and prepare to battle. Fight 
solo or with up to three others for 

fast multi-player battles that 
your skills as the ultimate 
Warrior. 


PlayStation^ 


H 

Violence 

Suggestive Themes 




Character Samanosuke by © Fu Long Production, Character Jubei by © yusaku matsuda office saku, © CAPCOM CO., LTD. 2003, © CAPCOM U.S.A., INC. 2003 ALL RIGHTS RESERVED. Onimusha 2 Characters: © CROWD/© CAPCOM CO., LTD. 2003 © CAPCOM U.SA, INC. 2003 ALL 
RIGHTS RESERVED. CAPCOM and the CAPCOM LOGO are registered trademarks of Capcom Co., Ltd. ONIMUSHA BLADE WARRIORS is a trademark of Capcom Co„ Ltd. “PlayStation” and the “PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings 









